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Make The Purr Or 
Miss 'Die Cut... 

Crouch down and read the green. The only thing between you and the final 
money rounds is fifteen feet of landscape that's flat to everyone but a golfer. Will 
a hard break turn into heartbreak? Join the PGA TOUR® and find out for yourself. 



The pressures of a PGA TOUR'^ pro 

Play in real tournaments on real courses: 
TPC at Sawgrass, TPC at Avenel, and PGA 
West Stadium Course. Bonus course — 
tournament-tough Sterling Shores. 

Compete against 60 PGA TOUR pros in 
four round tournament play. Pro stats 
modeled alter real players' scores. 

Fight to Finish in the money. Keep track 
of the top cash winners through the 
Leading Money Winners board. 


The hest of live action TV coverage 

Panoramic Ity-by shot and look-back view 
^ give you real TV-style coverage. 

Ten featured PGA TOUR pros give per- 
^ sonal insights on each hole. 

Check the leader board at any time for 
tifc the latest in TOUR standings. 

Announcers keep you posted on impor- 
^ tant shots and changes in standings. 


Accurate and addicting 

Unique 3D topographical grid lets you 
read the contours of the greens. 

Select special shot options like chip, 

^ punch and fringe putting. 

Club selection and ball lie affects spin on 
the ball. 

Track your own statistics in real PGA 
TOUR categories like driving accuracy, 
par breakers, and putting average. 



SUPPORTS 

ELECTRONIC ARTS® 

r — ^ — r 

PGA , 


HOW TO ORDER: 

■jUliK 


Visit your retailer or phone with VISA/MC:USA or Canada, 


AdLib 

800-245-4525, Mon-Fri, 8am-5pm Pacific Time. IBM and compatibles 5.25" 
version $49.95 (3.5" available). Screen shots represent IBM version. IBM is a 

■IgA ■ 

registered trademark of International Business Machines Corporation. 


MUSIC CARO 

TPC is a registered trademark of PGA TOUR®, INC. 
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z in the Sky 
Diamonds 


Soar into Continuum for a new and 
different journey. Explore a vast geomet 
ric labyrinth of shapes and colors in 
search of the 16 crystals and 16 cubes 
needed to complete your quest. 

At the helm of your Mobile, cruise 
through 1 2 maze regions and 256 
unique rooms - where the laws of 
gravity and physics need not apply. 
Navigate through force-fields and 
counter-forces that'll knock you 
off a platform or straight up in 
the air. 

A few wrong turns and 
you could end up back where i 

you were several rooms ago M 

- wherever that was. So m 

plot your course wisely m 

and track all your moves. m 

Enjoy your trip m 

without the pressure of a 

a time clock - mm 

Continuum is not a mM 

race. It's an explora- m 

tion. And with so m 

many decisions to m I 

make and routes m I 

to take, your m ■ 

strategy for m ■ 

each new jour- m I 

ney shapes a ■ 

new adven- 
ture every 




Continuum. 

A New Dimension of Gaming 


Data Hum USA, inc.. IS5() Little Orchard Street. San Jose. CA 95125. 
(408) 280-7074. 

CONTINUUM: TM 1990 Dala [:ast USA, liic. Game program © 1990 
intogrames. SA. I 'nited Slates and ('anadian copyright Data Iia.si USA, Inc. 
.Vlanul'acired bv Data East USA. Inc. uiuler license from Infogrames. 
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Commodore Amiga 
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Brookline, MA 02146 


PC Compatibles 



Telephone: (617) 731-3553 
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Life & Death II: The Brain 



Super Speiiicopter 



Back to the Future Part II 

Britannica Software 

San Francisco, CA 

DESIGNASAGROS II: This new and 
improved version of the highly 
popular "Designasaurus" adds more 
information, adventures and im- 
proved graphics. It is amusing for 
ages five through adult (that’s "egg 
to fossil" in dinosaur lingo), since 
entertainment and education are 
presented in equal parts in present- 
ing various epochs, dinosaurs, and 
dinosaur mutations. IBM ($39.95). 
Circle Reader Service #1. 

SUPER SPELLICOPTER: Arcade ac- 
tion a la Nintendo is available in this 
arcade/educational experience. The 
objective, of course, is to improve 
the spelling ability of children, ages 
seven to fourteen. The kids will like 
the heavy emphasis on the arcade 
portion, but since winning will re- 
quire improvement in the education- 
al realm, the game should please the 
parents, as well. Words can be cus- 



Designasaurus II 



BUI Eiiiott's NASCAR Challenge 


tomized (into this week’s spelling list, 
for example). The word on "Speiiicop- 
ter:" Well done. IBM ($34.95). Circle 
Reader Service #2. 

Data East 

San Jose, CA 

CONTINUUM: No, you’re not hal- 
lucinating when you see the shapes 
spinning around before you (and 
that’s just the copy protection!). Just 
follow the "bouncing mobile" as the 
player(s) search out the 32 crystals 
and cubes hidden in the 256-room 
arena. Either solitaire or more inten- 
sive competitive play (human-versus- 
human at the same machine or one 
player versus the clock) can be 
done, complete with fascinating 
camera angles (presumably so 
players won’t get dizzy). Akin to "Har- 
mony" or "Darwin’s Dilemma" in raw 
fascination, "Continuum" is one to 
watch (for hours). IBM ($49.95). 

Circle Reader Service #3. 

(Continued on page 78) 
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he Exciternen! an 


“Interplay 's newest role-0yer tackles 
the Tolkien trilogy with top-flight 
graphics, sound and a new play system 
that should make adventuring in Middle 
Earth more realistic than ever before. ” 
-Video Games & Computer Entertainment 




forge one role-playing 

ring game to and graphic ' 

rule them adventures, 

all!” The Lord of the Rings, Vol. I uses 

-Computer stunning full screen, top-down, 256 
Gaming World color VGA graphics, smooth four 

directional scrolling, digitized sound, an 
easy to use point-and-click icon 
interface, and an off-line paragraph 
system to bring the depth of the true 
Tolkien experience to life via the 
computer. 


Interplay Productions presents the 
first role-playing computergame 
encompassing the epic fantasy world 
of J. R. R.Tolklen’s Middle Earth. 

Players journey througha world 
inhabited by hobbits, elves, dwarves, 
and wizards, falling in and out of the 
clutches of wolves, wargs, trolls, ores, 
and ghosts, all the while protecting 
theonetrue ringfromfallingintothe 

tEii 

Lord Sauton 

§7 Dark i' 

Riders. 


"Sut tfien tfie Oati. Cord Sauron 
trUied die e(ves. The Hin^s gave 
dielr tvearers greot potvers. 


“The Tolkien estate finally made the right 
choice with Interplay!' 

-info Magazine 


IBM screens pictured. 


i. To order The Lord Of the'-Rings^f I. call 1-800-3^9-GT^^jliS^^^oh ^S-DO^or $54.95. ‘ Amigfmming soon. 

The program is published with the cooperation of the Tolkien, Estaf6 anh th¥r publishers, Gedm AlTen S, Unwin (publishers) Ltd. The plot of The Lord of 
the Rings, the characters of the hobbits, and the other charaofers ftom The Lord of the Rings' am © George Allen & Unwin Publishers Ltd. 1966 1974 
1979 1981. © 1990 Ihterplay Productions. All rights reserved. MS-DOS is a trademark of Microsoft Corporation. 



Game Hints 



W ell, the old mailbag’s been pretty 
full lately. If things keep up at 
this rate, the post office will have 
to start delivering by the truckload (grin). 
Of course, with so many new releases 
this past Christmas season, that’s not 
really surprising. And the spring-into-sum- 
mer period looks to have a few interest- 
ing products on the market, too. Maybe I 
should get myself a bigger mailbox? 

Before we go on to the good stuff, how- 
ever, just a reminder about those SASEs. 
A surprising number of letters arrived 
during the past couple of months without 
that all-important "Self-Addressed, 
Stamped Envelope" (SASE). Remember 
folks, if you live in the United States, you 
have to include one if you want a reply. 
Otherwise... well, ’nuff said about that. 
Let’s reach into the bag and see what 
comes up. 

King’s Quest V: The Forbidden Forest 
is a one-way entry; once inside, you can’t 
go back out the same way. You have to 
deal with the witch before you can find 
another exit. Also, when traipsing 
through the mountains with your trusty 
rope, don’t be deceived: if the rope 
breaks, you’re not using it in the right 
spot. Try somewhere else for a real cliff- 
hanger. 

Quest For Glory II: In my article last 
issue, I forgot to mention an important 
thing (shame on me!). If you are playing 
a fighter, eventually you receive a note 
telling you to be at the Darb of Rafir at 
sundown. Unfortunately, there is no such 
street; it turns out this is a typo in the 
game. The correct street is Askeri Darb. 
By the way, it doesn’t matter if you know 
this ahead of time, as nothing will hap>- 
pen until you’re told to show up there... 
and remember, that’s only for fighters. 

Ultima VI: Some people are having 
trouble getting a lens from Ephemerides. 


They tell him they want a lens, he keeps 
asking what kind. Dontcha Just love cir- 
cular conversations? Actually, you will 
be able to get a lens from him, but that 
comes far, far along in the game... practi- 
cally near the end. At that time, you 
should have the necessary item to shake 
him out of his "what kind" daze and get 
him working. Until that time, save your- 
self some fmstration and don’t ask about 
it. 

Secret Of Monkey Island: Interesting 
how many folks are experiencing difficul- 
ty in getting the key from LeChuck’s 
cabin. Shucks, that ought to be easy. 
After all, that key isn’t made out of 
wood, y’know? And I won’t be happy 
until you’re happy, and I know you’re 
gonna be happy when you figure out the 
answer. You just think about it. 

Indiana Jones & The Last Crusade: 

Getting through all those Mazi guards in 
the castle is giving some people gray 
hairs, not to mention bloody knuckles. 
Well, I suppose if you’re good enough 
and lucky enough, you might be able to 
left-hook your way through them. How- 
ever, that’s not really necessary. There 
are some books in the Venetian library 
that can help out in this situation. True, 
it’s rather a bore to go searching through 
the stacks, but do it anyway. You’ll be 
glad you did. 

Bane Of The Cosmic Forge: Locked 
doors and grates seem to be the bane of 
some people’s existence. Let’s deal with 
grates first. Some of them you will never 
be able to open. Others require either a 
key or a special item (iockpick/Knock 
Knock neuer works on grates). Unfor- 
tunately, there is no way to tell them 
apart. If you can’t get a grate open, leave 
it and go on to something else. 

Doors are a slightly different matter. 
With a few exceptions, most doors will 


yield to a high lockpick skill or knock 
knock spell. However, if the lock jams, 
then only the proper key can open the 
door. Generally, if you see a lot of red 
when trying to pick a lock, it’s an indica- 
tion that the skill level is far too low for 
the lock, and you should try to find a key 
instead (iron keys, by the way, will open 
any door on the entry level). 

Ultima V: This one is still going strong 
and still causing trouble for a lot of 
people, in particular for those searching 
for the entrance to Dungeon Doom. Well, 
you didn’t think it would be easy, did 
you? Don’t worry, it’s down there, all 
right. Remember how you got the Shard 
of Cowardice? The technique here is pret- 
ty much the same. 

Dragon Wars: I’ve mentioned this 
before (in a previous Mail column some- 
where in the dim dark past), but as the 
questions keep coming in, it looks like a 
repeat is necessary. You can’t get to Irkal- 
la in the underworld or the island in the 
lake in the Mystic Wood (or even to the 
endgame) until you’ve done something 
for the City of The Mud Toad. What 
should be obvious. How is a little tricky, 
but you should be able to spell it out with 
a little thought. 

Well, that’s about all for this mailbag. 
Remember, if you need help with an ad- 
venture game, you can reach me in the 
following ways: 

On Delphi: stop by the GameSIG 
(under the Groups and Clubs menu). On 
GEnie: visit the Games RoundTable 
(type: Scorpia to reach the Games RT). 

By US mail (remember that 
SASEI): Scorpia, PO Box 338, Gracie 
Station, Hew York, NY 10028. 

Until next time, happy adventuring! caw 

Copyright 1991 by Scorpia, all rights reserved. 
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"Bril/ianf 
stuff. To sum 
it up real 
quickly, I'd 
say it's 
DUNGEON 
MASTER"* 

u/itfi much, 
much betler 
graphics 
and a really 
tough 
’adventure’ 
appeal!' 
-Zero 


“They Don’t 
Get MuchBigger 
ThanThis.” 


"The 
graphics 
are crystal- 
clear and 
beautifully 
designed. 
Play it at 
night with 
the lights 
off and 
the volume 
fumed 
up high." 
-Your 
Amiga 



"Caution: 
blood- 
curdling 
graphics. 
In fact, I've 
never seen 
the dead 
look 


so lifelike!" 





“800 locations. 

300 objects. 

Over 100 hours 
of frighteningly 
realistic game- 
play. Fantasy 
role playing just 
doesn’t get any 
bigger! And 
who better to 
judge ‘big’ than 
moi, your litde of 
Mistress Of The 
Dark™— Elvira. 

“Of course, if 
you're really into 
heavy fantasy 
role-playing, 
you know size 
isn’t everything, 
right? Well, rest 
assured — my 
fiendish fantasy 
has gobs of 
graphic sizzle, 
clever puzzles, 
real-time 

combat and a nifty little point-and-click 
interface. Heck, it’s so easy to play it’s scary.’ 

‘And if you long for a 
big storyline, mine’s got a 
bigger plot than the one 
they dug for King Tut.’’ 


“Creep in 
and around 
an enormous 
casde, with who- 
knows-what 
lurking around 
every clammy 
corner. Interact 
with over 100 sin- 
ister characters, 
cast umpteen 
spells, mix gal- 
lons of potent 
potions. All in 
an effort to find 
a hidden chest 
that’ll stop a 
demonic queen 
from ruling 
the world!” 

“So imagine. 
Exploring over 
800 dark places 
and spending 
countless hours 
helping me find 
my chest. Did 
I say this was gonna be big fun, or what?” 

To order, visit your favorite retailer or call 

800-245-7744. If you still 
need hints on the game, 
call 900-990-HINT using 
a touch-tone phone. 


\r"rT^i \nrz 

The best in entertainment software.™ 


Elvira image 0 1990/1991 Queen 'B'' Productions Elvira and Mistress of the Dark are the trademarks of Queen "B" Productions. All other product and corporate names are trademarks and registered trademarks of 
their respective owners Dungeon Master isatrademark d FTLGames You can get pre-recorded hints and tips forevery area of Elvira You1l be charged 85( lor the first mmule.andbOt lor each additiortal minute 
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'‘How About A FREE Demo?’' 

"Hey! Fill this in, cut it out and mail it to Accolade, c/o Carla Parker, 550 S. Winchester Blvd., 
San Jose, CA 95128 and I’ll make sure she rushes you an awesome FREE demo of Elvira, 
Mistress of the Dark. 


NAME 


AGE 



ADDRESS 


CITY STATE ZIP 



"TKe look 
and feel of 
a graphic 
adventure 
with the 
depth 
of an FRP." 


PHONE NUMBER 


How many FRP (Fantasy Role Playing for the un-knowing) games do you own?. 
Computer format (please check one): □ PC (5^ " only) □ Amiga 






Review 



Playing with 
Power (Monger) 

Electronic Arts" PowerMonger 

By Peter Olafson 



TITLE: 

PtwverMonger 

SYSTEMS: 

Amiga, Atari St, IBM 

REVIEWED: 

Amiga 

PRICE: 

$49.95 

DESIGNER: 

Bullfrog 

PUBLISHER: 

Electronjc Arts 

San Mateo, CA 


he player is not exactly a god any more, as he was in 
Bullfrog's previous effort, Populous. Now, the player is a 
soldier (a soldier with a rather goofy look on his face, in 
fact) and while one’s followers maintain nominal loyalty, they 
obey an even higher authority: the growling in their stomachs! 

Vox Populous? 

In Populous, the player, as a god, had the power to influence 
worshippers by turning the landscape to their advantage and 
wreaking ecological havoc on their rivals. ("Have a volcano. No, 
no, have three!") In PowerMonger, the land is varied (but 
stable), and the people can be recmited and commanded direct- 
ly. As one might expect, this is a good deal more challenging. 

The task is huge; there are 195 rectangular slices of land to be 
subdued, and the player may choose only those pieces adjacent 
to those already conquered to maneuver towards. 

Pastoral Pictures From The Front 

Where Populous was handsome in a readily portable, squared- 
off sort of way, PowerMonger is beautiful, and rather ornate and 
spindly. Where Populous was "gamey," PowerMonger is imbued 
with the depth of real life. The terrain is alive with activity. Carrier 
pigeons are seen carrying your orders to sub-commanders; an en- 
campment leaves behind a dead campfire; sheep shudder on the 
hillsides, and where there are sheep there are shepherds; people 
(all equipped with names, homes. Jobs and histories) go about 
their business; and the leaves on trees (all of specific species) 
change color as the season cycle goes round and round. This is 
a computer approximation of a living world and should be so 
treated. 

How does one learn all this? Well, all right, maybe one is some- 
thing of a god, for PowerMonger is equipped with a lovely array 
of tools to manipulate the view and bring up data. When the 
"Query" command is highlighted, a mouse click on virtually any 
object will summon relevant details. The miniature overhead map 
shows one’s position and uses atlas-style overlays to show eleva- 


tion, food, settlements and objects. The landscape can zoom in 
and out through seven levels of detail, scroll in eight directions 
and rotate in both. It is quite delightful to watch your army disap- 
pear into a mountain pass, give the map a spin, and watch them 
come out the other side. (This also brings to light a number of 
charming graphic features.) 

Degrees Of Decrees 

The command set is fairly simple: attack, move, collect food or 
men, invent, trade, offer alliance and spy, with other commands 
available to reapportion forces and inventories. Still, a lot of 
mileage has been obtained from the use of three postures (pas- 
sive, neutral and aggressive) in conjunction with these com- 
mands. A passive attack may be little more than intimidation; an 
aggressive attack is wholesale slaughter. A passive "invent" com- 
mand may produce pots useful for nothing but trading; an ag- 
gressive one may open a mine in a neighboring mountainside. 

The posture setting is a versatile engine, but it doesn’t cover as 
much as it might. For instance, it’s rather dull and time-consum- 
ing to repeatedly issue the "equip invention" command to collect 
the individual possessions of a destroyed enemy army that lies 
strewn across the battlefield. High aggressiveness, in this case, 
seems simply to ensure that one possession is equipped (while 
on the "passive" setting, nothing will be) rather than how fervent- 
ly the troops as a whole embrace your command. 

Living In An Imperfect World 

There are some quirks that make this patently realistic game 
seem unrealistic in places. For instance, it’s impossible to tell 
what a community is inventing until they produce it. Also, even 
when one’s commander is widely separated from the main body 
of his troops, they have access to inventory items he’s only just 
acquired. (Hence, he may pick up boats on an island and sudden- 
ly find troops stranded on another island for want of boats migrat- 
ing toward him. Perhaps he is a god, after all.) 
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Additionally, each territory is handled in isolation from those sur- 
rounding it — once it’s conquered, it’s done with. That permits 
players to indulge in ruthless, scorched-earth style tactics that 
might enrage the civilian population in a larger, integrated world. 
Other elements such as partisans, famine and plague might have 
been added to keep the commander looking over his shoulder 
and worrying not only about conquering a land, but also holding 
it together once he’s moved on. 

Putting The "Hard" Back Into Hardware 

It is along the program’s fseriphery that things get a bit hazy. 

The copy protection verges on the absurd. Beyond an almost 
non-copyable European Amiga DOS, users must also answer a 
question about maps that appear in the margins of the manual. 
Those maps are not exactly flashcards, and one is not even told 
precisely where to find them, but given a range of a half-dozen 
pages to search instead. 

The game is also unsympathetic to peripherals. Bizarrely, while 
PowerMonger won’t save to or load from a saved-game disk in 
DFl :, it nevertheless requires the presence of a disk in the 
second drive in order to save to a disk in DFO:. It does not install 
on hard disk, and it does not appear to use memory above 512K 
(it’s very much a European game in that sense). It also doesn’t 
multi-task, but apparently does run on the 3000. 

Moreover, while the game will restore saved games at boot, it 
restores them only at the beginning of that particular conquest, 
regardless of how much progress has been made since then. To 
get back to the point at which play left off, one has to restore it 


again. For a game that supports just one drive, that’s a real 
nuisance. 

Power Trip 

Nevertheless, the game at the core of PowerMonger is simply 
superb. It has that never-seen-before, awe-inspiring quality that ac- 
companies all great games (much as it does great films and 
great music). It has an elegant simplicity that makes it a joy to 
play, an intimate level of involvement that makes it difficult to 
put down, and a sophistication that makes every game a 
surprise. (There’s also the option to introduce data disks at the 
outset, so there may yet be surprises to come). 

Pointers For Potential Powermongers 

A PowerMonger warlord lives for the moment. The typical 
scenario begins with the easy conquest of the nearest village (at 
the lowest aggression level, in order to preserve its resources), 
the impressment of all available food, men and inventions for 
The Cause and casting about for similar targets. It’s a brutal but 
effective snowballing technique that emphasizes military ex- 
pediency at the expense of the region’s future, and it will serve 
players well in many of the earlier scenarios. 

The spying, trading and alliance commands may well prove 
mandatory in later conquests, but they have only limited useful- 
ness in the first 45 or so. However, there’s a useful form of 
spying built into the game. Every so often, you should range 
your mouse over the overview map to keep track of rival military 
preparations. Keep a special watch for armies on the march. As 


TLillN ENGINE GHMING PRESENTS 


Out Time Days 

a game of Time Travel in an alternate dimension 


THE EXPERIENCE: OTD is a game of life on a 

strange world. Although populated by a variety of ^ ^ 

semi-humanoid races, it is nothing like the Earth 

that your character left behind. Gone is the industri- ( j 

al might of large nations. The multi-talented worker 

is a thing of the past. Even your famed Time Jump- V 

ing skills have been checked to a certain degree. ' 

However, you do happen to be one of the few Time 
Jumpers on this world, and that in itself is a major strength. 

You’ll choose one of several sects to work with, or attempt to 
create your own from scratch, which will help set your general meth- 
od of operation. As each new time opens, there are new discoveries to 
make, new lands to chart, and new people to meet. The world awaits 
change, and you are the catalyst. 

OUT TIME DAYS is a highly interactive role-playing Play-By-Mail 
game with turns processed weekly. It has received excellent reviews, 

notably from Flagship and Paper Mayhem. Turn cost 

Vv is $5.00. The game is open ended and 99% computer 

moderated. The rulebook may be obtained for $5.00 
(refundable with startup). A special startup is 
available that gives you the rulebook, the startup 

$15.00. 

Elependable, weekly, err or -free turns since 1984 




Space Combat 

a game of pure tactical combat... 
in a rather unique environment 

You’ll be lighting in an cdgeless contest zone aboard liv- 
ing creatures. Space Combat is almost all combat, with 
some room for diplomacy. Offensive actions include | T, 
the creature’s Psychic Screams to mentally disrupt 
others, launching Inverse Mines that will implode rf- 
near your enemy, freeing Spores to destroy inter- "" 
nals, using Nerve Pulses to paralyze pesky scouts, 
and Virally Infecting your opponent in the hopes of / 
taking over their alien. Each turn comes with a special full-page graphic 

printout of your ending position to aid 
you in planning. 

Space Combat was designed to be 
easy to learn, but difficult to master. 
Every game starts with ten players, 
and as each is eliminated, the chances 
of the game ending will increase. 
Tumsheets are custom made on a laser 
printer to aid you in filling out your 
next turn. The games run about 12-18 
turns. Cost is $3.50 per turn. A rule- 
book (required before you can join) is 
$1.00 (free if you mention tliis ad!) 



Tuiin Engine Gaming; Dept 631; 3254 Maple Leaf Ct.; San Jose, CH 95121 
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Review 


the aggressiveness of enemy commanders increases, they’ii 
deveiop an affection for raiding your rear areas, and that may re- 
quire diversion of your main force. 

There are decided advantages in seizing the initiative and am- 
bushing enemy armies on the march. In such cases, the leader is 
often more vulnerable than behind the shield of troops in a set- 
piece battle, and the enemy force rarely has a chance to assume 
its full fighting stance. 

Invent a catapult or a cannon as soon as humanly possible. It 
may take some time, but it is PowerMonger’s ballistic missile. 
When attacking aggressively, each shot sends a flurry of white 
souls flapping their way to heaven, and can quickly make short 
shrift of even a numerically superior foe. 

There will be instances in which food is in such short supply 
that it will serve better to leave conquered communities intact 
(and one’s army of moderate size) in order to produce more. But 
recall that what isn’t taken, the enemy may take. As one doesn’t 
need a territory once conquered, scorched earth may be the best 
policy. Pillaging a village and killing everyone in sight can be dis- 
tressingly successful in slowing down the enemy. 

On the whole, don’t attack with an aggressive posture unless 
enemy casualties are irrelevant — in other words, when a con- 
quest is almost finished. It is often a good idea to attack at 
neutral level and wear down defenses until an advantage can be 
gained, and then switch to a passive posture. In larger towns, this 
may earn you a lieutenant. 

However, be merciless with enemy armies in the field. It’s quite 


possible to break their power with a single decisive battle, and 
then roll up the rest of the territory at leisure. 

Don’t be a control freak. Delegate authority to your lieutenants 
whenever possible. They can be effective as garrison captains in 
larger communities, running commando raids to regain lost 
resources in the rear or drawing off enemy forces in joint as- 
saults on larger towns. (Try keeping them near the main party 
for better speed of response.) 

Chart marches carefully and camp at critical junctures (an 
isthmus, a land bridge or a sharp bend in the coastline) so that 
men are not lost to the vagaries of terrain and gymnastics will 
not have to be performed to lure them back. The force that goes 
into battle piecemeal is begging to be chopf>ed up accordingly. 

Use a combined-arms approach. Even a good-sized party of 
bowmen (a potentially devastating force) can be surprised and 
overcome at close quarters. There’s a decided advantage in 
having sword or pikemen tie up the enemy in hand-to-hand com- 
bat while the bowmen are free to let fly from the rear. 

Since one will not always be able to fight at first, know that 
there is no shame in running away to fight another day. An ex- 
ample is found in the upper-right corner of the initial territory 
selection screen. Here your force is overmatched by blue-suited 
bowmen from the first (even if reinforced from the nearby vil- 
lage) and the only sensible alternative is to take the three avail- 
able boats and head for the large island to the south in search of 
more vulnerable targets. (Hint: Pick up some boats when arriving 
there. The result will be pleasantly surprising.) Cdw 
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Computer Gaming World 


COUNTDOWN TO SAVINGS! 

COMxftoi. 


A full selection of software and accessories for the IBM, Amiga and the C-64 
Thousands of Titles in Stock • Competitive Pricing • Same day shipping 


GAMES 


ACCESS SOFTWARE 

Cartel 37 

Countdown 37 

Crime Wave 37 

Links Course Disk #1 22 

Links: The Challenge of Golf 37 

ACCOLADE 

Altered Destiny 37 

Elvira 37 

HardBall II 31 

Ishido’ 34 

Jack Nicklaus Unlimited Crse ....37 

Stratego 31 

Test Drive III 35 

ACTIVISION 

Death or Glory 39 

F-14 Tomcat 31 

James Bond: The Stealth Affair. .34 
Shanghai II: Dragon’s Eye 31 


BETHESDA 


Hockey League Simulator., 

26 

Wayne Gretzky Hockey II ... 

34 

BRODERBUND 


Bank Street Writer Plus 

47 

Carmen USA/World/Time . 

31 


32 


...27 


...38 


...30 

Sim City Graphic Set 1/2., 

23 


43 





28 

CENTRON 



59 

CiNEMAWARE 



28 


34 


34 


34 

Lords of the Rising Sun 

call 

Speedball 2 

call 


Math Blaster Plus 

32 

ELECTRONIC ARTS 


688 Attack Sub 

24 

Andretti's Racing Challenge 

34 

Bard’s Tale III 

33 


33 


34 


33 

LHX Attack Chopper 

39 

PGA Tour Golf 

33 

Populous 

33 


33 

Stormovik:SU-25 Soviet Fighter .33 

INFOCOM 



31 


29 

INTERPLAY 



32 


Wings of Fury 27 

CALIFORNIA DREAMS 

Street Rod II 29 


Battle Chess II 

32 


37 


34 


37 


32 


35 


32 


34 

INTERSTEL 



33 


33 

Starfleet II 

38 

INTRACORP 


Bill & Ted’s Adventure 

26 


T.V. Sports Baseball 34 

T.V. Sports Basketball 34 

T.V. Sports Rollerbabes 34 

COMPUTER EASY 

Ante-Up 27 

Captain Comic II call 

Lottery Trend Analysis 32 

Video Poker 32 

DATA EAST 

ABC’s Monday Night Football 31 

Chamber Sci Mutant Priestess ..31 

Drakkhen 37 

Dream Team 32 

Full Metal Planet 31 

Monday Night Football w/ Video 37 

NFL Pro Football 48 

Robocop II call 


Math Rabbit 

Midnight Rescue 

27 

32 

Reader Rabbit 

32 

Think Quick 

32 


Treasure Mountain 32 

Writing/Publishing Center 42 


Call us and use your Mastercard or Visa 

800 - 999-7995 

In NY State 212-962-7168 

Hours: 10am to 7pm (EST) Monday to Saturday 


LUCASFILM GAMES 

Finest Hour:Battle of Britain 38 

Loom 39 

Monkey Island (256 color) 44 

Monkey Island 39 

Night Shift 29 

Secret Weapons of Luftwaffe 39 

MASTERTRONIC 

Clue Master 27 

Monopoly 27 

Overlord 32 

Spirit of Excalibur 32 

Super Off-Road 26 

Wonderland 38 

MEDALIST 

Amazing Spiderman 27 

Command HQ 37 

Elite Plus 32 


Lost Patrol 34 

ORIGIN SYSTEMS 

Martian Dreams 37 

Missions Disk 2 22 

Savage Empire 37 

Ultima VI 40 

Wing Commander II 45 

P.C. GLOBE 

PC Globe V4 or PCU.S.A 41 

PSYGNOSIS 

Armourgeddon 31 

Atomino 34 

Lemmings 34 

Obitus 39 

READYSOFT I 

Dragon's Lair II: Timewarp 43 j 

Space Ace 37 

Wrath of the Demon 32 


Mission Control is dedicated to customer support : 
and having the latest and greatest in software and 
accessories. If we don’t have it we would be more 
than happy to special order for you. Special orders 
are usually ftilftlied within 48 hours! 

Gift Certificates are available! 

With our buying power you can be assured that our 
prices are reasonable and our service is tops! 


^ 4«i!H ■ ONLY 

With Foot P edals $109 


Cardinal of the Kremlin 31 

Trump Castle II 32 

KOEI 

Bandit Kings of Ancient China. ...37 

Genghis Khan 37 

Nobunaga’s Ambition II 37 

Romance of Three Kingdoms II .call 

KONAMI 

Blades of Steel 26 

Teenage Ninja Turtles 27 

LEARNING COMPANY 
Challenge of Ancient Empire 32 


Flames of Freedom call 

MegaTraveller II 37 

Spellcasting 101 37 

TimeQuest 37 

.Troika 25 

Uwilight 2000 37 

•UMSII: Nations at War 37 

> MERIT SOFTWARE 

Operation Com*Bat 29 

Tracon II 43 

TMNT World Tour 16 

MICROLEAGUE 

MicroLeague Basketball call 

Personal Pro Golf call 

MicroLeague Baseball II 31 

MicroLeague Football 29 

MICROPROSE 

Gunship 2000 43 

HyperSpeed 37 

Knights of the Sky 37 

F-15 Strike Eagle II 34 

F-19 Stealth Fighter 43 


F-117A Stealth Fighter 2.0... 

....call 


34 

Silent Service II 

40 

NEW WORLD COMPUTING 


34 


34 

Tunnels & Trolls 

34 

OCEAN 


Battle Command 

33 


29 


34 



33 

U.S. Atlas 

38 

SPECTRUM HOLOBYTE 


40 

Falcon 3.0 

45 


40 


33 

Tetris 

28 

Vette 

33 

SSI 



34 

Buck Rogers 

33 


33 


39 

Storm Across Europe 

38 


38 

SUBLOGIC 


A.T.P. Flight Commander.... 

37 


THREE-SIXTY 

Armor Alley 29 

Das Boot Submarine 34 

Harpoon 40 

Harpoon BattleSet # 2/3 22 

MegaFortress: Right of Old Dog.40 


X 


nightstick 
w/FALCON $49 


UBI SOFT 

Iron Lord 

34 

27 

Pick N’ Pile 

28 

WALT DISNEY 



40 


33 

Duck Tales:Quest for Gold,.., 

22 

Mickey’s 123 

33 


33 

Mickey's Colors & Shapes ... 

33 


25 


SIERRA 

A-10 Tank Killer 32 

Hoyle's Games I/ll 25 

Jones in the Fast Lane 26 

King’s Quest V 38 

Leisure Larry III 37 

Red Baron 37 

Rise of the Dragon 37 

Space Quest IV 37 

Trial By Fire (H02) 37 

SIR-TECH 

Bain of the Cosmic Forge 37 

SOFTWARE TOOLWORKS 

Chessmaster 2100 35 

Life & Death lt:The Brain 35 


AD LIB CARD 99 

AD LIBPERS. SYSTEM ...129 
SOUND BLASTER 155 

Sound Blaster Voice Editor call 

Ad Lib Software in Stock! 


JOYSTICKS 


MAXX FLIGHT YOKE 70 

MAXX FLIGHT PEDALS 49 

GRAVIS JOYSTICK 40 

Wico Analog Joystick PC/Apple.. 12 

Mach III by CH Products 33 

- ThunderStick by Kraft CALL 

. Analog Plus 27 


PRODUCTIVITY 


Ensemble 145 

Eight In One 37 

My Advanced Mail List 32 

One Person Office 37 

P.C. Tools Deluxe 90 

Pacioli 2000 40 

Quicken V 4.0 40 


BARGAINS! 


Advance to Boardwalk 14 

Big Boggle 13 

Cash Manager 10 

Discover Alphabet 15 

Discover Chemistry 15 

Discover Math 15 

Discover Numbers 15 

Donald's Alphabet Chase 15 

DOS Tutor 15 

Double Dare 14 

Easy Working Filer 10 

Easy Working Planner 10 

Easy Working Writer 10 


Methods of Payment: We accept Visa, M/C, certified 
checks & Money orders. Personai checks aliow 14 days 
to clear. COD (repeat orders oniy) $4.00 additional. 
Schooi, State & City purchase orders accepted. 
Shipping and Handling charges: Most orders are 
shipped on the same day. US shipping is by UPS 
ground ($4.00). Fast 2 Day Air available ($6.00 min.) 


Sony/Maxell Diskettes call 

Gameport Automatic by CH 34 

Hi res Serial mouse w/software.34 

Logitech C9 Serial Mouse 80 

Logitech Dexxa Mouse 29 

6 Outlet Surge Protector 10 

AMT STAR 2400 EXT Modem...86 
AMT STAR 2400 INT Modeni....79 
Full Selection of Computer 
Books in Stock! 

^ Our Great 
I Computer Deal! I 

I 386 SX 16 mhz | 
I 40 mg Hard Drive i 
^ 5.25 drive /3.5 drive ^ 

I VGA card/VGA monitor | 
I extended keyboard ■ 
I and one FREE game of ■ 
I your choice I 
I ($35 maximum ) . 

$1569 j 


Send money orders or checks to: 

MISSION CONTROL 

170 Broadway, Suite 201 
New York, NY 10038 

Please call or write for our FREE CATALOGUE! 
Foreign orders given special attention! 


Goofy's Railway Express ... 
Graph Maker 

14 

10 

14 

Jeopardy 25th 

14 


14 


14 

Mickey's Runaway Zoo 

14 


14 

My Back Up 

19 


14 


19 


14 


14 

Now You See It 

14 

Payday 

14 


14 


14 

Piano Teacher 

14 


14 


14 


14 


14 

Sesame Street Titles 

14 


14 


14 


10 


15 


15 

IF YOU DON'T SEE IT, CALL! 

lents add 8.25% Sales Tax. I 


Circle Reader Service #39 




Industry News 


li 


■n last issue’s episode, 
our intrepid, bag- 
, enshrouded reporter had 
Just arrived in Bahrain. At 
press time for that issue, 
war had not yet broken out in the Per- 
sian Guif. This issue should prove that 
our correspondent is no Peter Arnett. 
After all, his idea of a press pool is 
where one goes swimming and SPA 
reports involve hot tubs. 

Before the blue sapphire waters of the 
gulf receded from my view, 1 couldn’t 
help but notice the fishing dhows coming 
in from a hard day’s work. 1 made a men- 
tal note to pick up one of the handmade 
models of the traditional Arab fishing 
boats while 1 was at the bazaar and 
headed down the Shaikh Isa bin Sulman 
Highway toward downtown. 

Once my interpreter and 1 stopped the 
car. We approached a hyperactive mud- 
dle of Arab merchants and 1 had my inter- 
preter speak to them. That’s when 1 got 
my first surprise. Most of them spoke 
English and 1 had spent all this money 
on an interpreter. 1 felt something like a 
Japanese consumer who just purchased 
both a Sega Genesis and IBM-com- 
patible machine, only to find out that the 
two corporations are planning to market 
a new machine in Japan that is both MS- 
DOS and Genesis MegaDrive compatible. 
IBM will provide the technology and Sega 
will provide the manufacturing. The 2.5- 
megabyte machine is supposed to use 
both the 80286 and 68000 chips. It is to 
be called the Tera in Japan, but it isn’t 
definite whether it will come to the O.S. 
of A. or not. 

My interpreter said something that 


The Rumor Bag 


by Ali Allee Ak-shun Pheri 






BANZAI 

Death Sortie of 
the UN Yamato 

IBM, APPLE II 

ANNIVERSARY SPECIAL 



SEND S.A.S.E, OR CALL FOR DETAILS 

GENERAL QUARTERS 
SOFTWARE 

P.O. Box 1429 
Torrance, CA 90505 
(213) 547-0597 
(800) 541-1411 (Outside CA) 
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wasn 't in English to one of the mer- 
chants and he smiled a toothy grin in my 
direction. He said he had information to 
sell concerning a company we monitor. 

Of course, one never buys at the quoted 
price. So, feigning disinterest, 1 told him 1 
already knew the name of Three-Sixty’s 
land-based version of Harpoon was 
going to be Patriot. 1 even laid it on thick- 
er by noting that MegaFortress will 
probably have an add-on scenario disk 
covering the Philippines/ China region 
with missions based on Daie Brown’s up- 
coming Skymasters novel. 

However, when he said the information 
had to do with a deal between Sony and 
Nintendo, I was immediately all ears. 1 
had to have it. He told me he wanted 1 8 
BD; 1 offered 10. He screamed that 1 was 
a thief, but dropped his price to 15.1 
said, "Twelve!" He scowled. 1 began to 
walk away. He rushed to my side, 
spouted something about stealing the 
falafel from his children’s mouths and 
lowered the price to thirteen and a half. 
We agreed. 

He told me that Sony and Nintendo 
have agreed to market a CD-ROM drive 
for the 16-bit Nintendo. Expected to be 
released in the $700.00 range for the 
Japanese consumer, he didn’t know if it 
would be coming to America or not. 

Sony will sell the unit as an add on, but 
Nintendo will package the drive and 
SuperFamicom into a package deal. In 
Japan, many people are expected to use 
the system for desktop publishing key- 
board. According to my source, the CD- 
ROM format will not be compatible with 
other CD-ROM formats, but the new for- 
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mat will allow Sony and Nin- 
tendo to open an entirely 
new home entertainment 
market using the former’s 
entertainment properties 
(CBS and Columbia Studios). Between 
the new drive and the laptop they are 
building for Apple Computer, Sony is 
going to be a busy corporation. 

A jeep full of staffers from the (J. S. Em- 
bassy pulled into the market, flanked by 
Gurkha bodyguards (the famous British 
troops from Nepal). They weren’t carry- 
ing guns, but 1 spotted their famous kuk- 
ris (curved knives) and decided to mind 
my inveterately wagging tongue. One of 
the staffers took me aside, warned me 
that even though Bahrain is a rear area, 
it might not be safe after the 1 5th of 
January. He encouraged me to leave at 
the earliest opportunity, strongly suggest- 
ing that 1 should get out to Bahrain Inter- 
national, find the next flight out and say, 
"Beam me up, Scottie!" 

With discretion the better part of valor, 1 
recalled all the preparations for war I’d 
seen and "reluctantly" agreed to leave. 

However, to show me there were no 
hard feelings, he handed me a grimy en- 
velope. "One of your subscribers has a 
friend in Arizona," he whispered. It was a 
letter from Mike Stackpole, one of the 
Wasteland designers. Mike implied that 
he was working on a high-profile science 
fiction project that was going to be both 
a video game and a computer role-play- 
ing game. "It’s StarTrekl" I cried excited- 
ly. "That’s what Interplay is doing! 
They’re programming the video game for 
Konami — that’s what they’re going to 
use those neat fractal graphics of planets 
for! Finally, a real role-playing game’s 
going to be based on the TV seriesi" 

Giving the staffer a mock salute, 1 
jumped back into the rental car, longing 
for the "good old days" of peace and tran- 
quility. "Good old days!" my interpreter in- 
terrupted my reverie. "This is the Middle 
East! We’ve had war since the days of 
Father Ibraham." I readily admitted this 
was true and, by way of apology, noted 
that Norm Koger was making excellent 
progress on a new wargame for SSI. 
Based on the 1973 Arab-lsraeli War, 

Jihad will offer a refined Red Lightning 
system and a construction set. 

It was frustrating to realize that 1 had 
been in Bahrain for a full day and hadn’t 
even managed to get one of those great 
lamb sandwiches they put on pita bread. 
Oh, welll Maybe 1 could buy one of those 
model dhows at the airport. Then, the 
trip wouldn’t be totally wasted, mw 
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Superior Character 
Interaction... 


^BSou^^ 




Get this terrific Heart ol China T-shirt 
FREE when you order Heart of China 
direct from Sierra - be sure to mention 
this Computer Gaming World magazine 


Special Offer - or send us your original 
or China anti 


dealer's receipt for Heart 
mention this Computer Gaming World 
magazine Special Offer. Please specify 
size: S, M, L, XL 


"u/han unii nrrlfir 


lledlianxu^akwi 
i>teiLa/i 7 . 


Heart of China's backgrounds 
are stunning in their realism 
and romantic period flavor. 
These pictures recreate the ^ 
historic feeling of 1920's 
revolutionary China and 
other exotic game 
locations. All game 
characters are 
digitized from live 
actors for the ulti- 
mate in visual 
realism. 


You'll be propelled into the world 
' Lucky Jake Masters, Zhao Chi and 
Kate Lomax as they find themselves 
caught up in an international adven- 
ture that spans the globe from Hong 
Kong to Paris. 


LJynsmix^ 

PART OF THE SIERRA FAMILY 


Dynamix products can be ordered from your local software dealer, or call the Sierra 
Sales Department toll-free. Outside the U.S. dial 209-6^-4468. 

HeartofChinais available for MS-DOS computers with 640K. Supports VGA. EGA, 
Tandy 1 6-Color, Monochrome, MCGA and CGAgraphics adaptors and Roland MT-32, 
Roland LAPC-1 . AdLib and SoundBlaster music cards. Available in 1 6-Color and 
256-Color versions. $59.95. 

Dial Toll-Free 

800 - 326-6654 
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At every point of interaction; 


every casual conversation, you'll be 
istablishine relationshios with game 


establishing relationships with game 
characters that will affect future 
encounters and crucial game events. 
Each Heart of China character has a 
unique personality and a long memory 


Adventure, Intrigue 
Romance... 


Breathtaking Graphics... 





Sneak Preview 


Teaching an "Old Dog" New Tricks 

Sneak Preview: Three-Sixty *s MegaFortress 




by Bruce Maurier and the CGW Editorial Staff 

first paid writing was a review of Ft. 
Apocalypse for Compute's Gazette. 
Then, he wrote Flight of the Old Dog on 
a C-64 word processor. He admitted to 
CGW that he really bought the computer 
to play games, but told his wife he was 
getting it for the word processor. 


Brown never actually experienced com- 
bat during his period of active duty with 
the Air Force, but trained for eight years 
of rigorous combat exercises to be 
capable of dropping tactical nuclear 
weapons (especially the two- to five- 
kiloton high-altitude containment drops 
of "Enhanced Radiation Devices" — 
neutron bombs). Dale did share with 
CGIV about two false alarms, however. 


M ore than one type of gambling oc- 
curs in the Mevada desert. In the 
top>-secret realms of "Dreamland," 
service personnel and defense depart- 
ment experts place billion-dollar bets on 
defense technology. In Right of the Old 
Dog, a best-selling techno-thriller by Dale 
Brown, the Mevada desert becomes the 
birth site of the B-52I, a high-tech 
delivery system that does the B-52H 
StratoFortress one better. 

Dale Brown explains that "I made up 
the plane, but Three-Sixty has done so 
much work on the simulation that it real- 
ly feels right." Although Brown is a 
former (J.S. Air Force Captain and actually served as navigator 
on B-52s, he readily admits that he wasn’t aware of the actual ex- 
istence of some of the ordnance that he placed on the plane 
during the writing of the book, but he is pleased with how close 
he came to what was really happening. "Some weapons," he ob- 
served, "I sort of made up and later found out they existed." 

MegaFortress, the combat flight simulation based on Brown’s 
book, has become a true labor of love for the best-selling author. 
Brown has been a long-time fan of computer games. In fact, his 
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"They were the most frightening ex- 
periences of my life. In such a situation, 
the first thing the navigator does is 
decode the messages from the com- 
mand post. The first letters decoded will 
indicate whether the alert is actual or 
merely an exercise. If he shouts out, ‘Ex- 
ercise,’ everyone will be a little less har- 
ried. If he says, ‘Actual,’ that’s a sobering 
experience." 

Mow, working in conjunction with desig- 
ner/producer Jon Correl and lead 
programmer Rick Banks, Brown has a 
chance to help others "experience" such 
harrowing moments in a modified way. 
The design team began with brainstorm- 
ing the "way it is" with Dale and having 
reality checks for each crew station. 

Even such details as wondering what it 
sounds like when a threat comes across 
the electronic countermeasures equip- 
ment were handled in these sessions. 
Then, Dale provided unclassified 
manuals for the B-52G and B-52H. Final- 
ly, Dale has tried to talk the design team 
through the emotional impact of the 
game. Brown says he is not primarily con- 
cerned with what lights go on when and 
making the bomber turn at just the right 
angle when the arrow keys are pushed. 
Rather, "I’ve brought things to the game 
that force the user to use his own intelligence and see the big pic- 
ture; then he has to maneuver the airplane or switch between sta- 
tions and react to the entire situation. 

Ac"Crcw"ed Assets 

One of the most interesting aspects of MegaFortress is that the 
emphasis is not simply on how good the pilot is or how well the 
plane handles (the ^52 is obviously too prodigious for dogfight- 
ing). Rather, the emphasis of the game is on completing the mis- 
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"BEST SCIENCE FICTION 
COMPUTER GAME OF THE YEAR" 




— Video Games & Computer Entertainment 
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"Crashing suns and exploding 
spacecraft are all in a day's 
work." - Omni. 

"Star Control definitely delivers 
the thrills." - PC Magazine. 

"Full 256 color VGA graphics 
make Accolade’s Star Control 
among the best space conquest 
games of the year.” 

- PC Computing. 

"An elegant game that offers a 
great deal to almost any player 

- whether you enjoy action, 
strategy, or both." 

- PC Strategy Guide. 

“A must for the action gamer's 
library." 

- Computer Gaming World 

Available now for IBM PC, 
Commodore Amiga and C64. 

To order see your local 
software dealer or call 
1-(800) 245-7744 


TM 

A C C C L A D E'“ 


Sega and Genesis are registered trademarks of Sega Enterprises Ltd. All product and corporate names are trademarks and registered trademarks of their respective owners. 
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As RICH A TALE AS WAS EVER TOLD. 

Sumptuous colors. 
Legions of sound. 
Volumes of adventure. 

I'm Waiting. 
1 - 800 - 447-1230 



P.O. Box 245, Ogdensburg, New York 1 3669 
Ad-lib. SoundBlaster sound support: 
Mouse interface: 3.5" and 5.25" floppy drive 

AND HARD DRIVE SUPPORT: 

CGA. EGA a Tandy 1 6-color graphics. 

For MS-DOS, Amiga a Macintosh. 



sion using all the assets of a well-trained crew. Brown, trained as 
a B-52 and FB-1 1 1 navigator, comments, "If you are at the radar 
navigator’s station, for instance, not only do you handle naviga- 
tion and terrain following and so on, but you also operate some 
defensive weapons. You have the responsibilities you have been 
trained for plus other responsibilities as well. It’s really tough!" 

Players are required to alternate between five different crew sta- 
tions in MegaFortress. The five positions are pilot, navigator (mis- 
sion commander), electronic warfare officer, weapons officer and 
co-pilot. 


Naturally, the navigator’s position is given a top priority be- 
cause B-52 navigators do much more than keep track of the 
plane’s location. The radar navigator directs the weapons and 
bomber defense for the forward part of the airplane, looks for 
bogeys, tracks the terrain when the plane is at low altitude and 
makes sure that they can put the weapon on target. In fact, the 
Air Force actually calls them mission commanders now, rather 
than navigators. So, in MegaFortress, whenever players are in 
the radar navigation station, they become the "mission com- 
mander." 


The pilot’s position is probably second place in mission priority. 
In the simulation, players have to handle takeoffs and landings 
as pilots, but avoiding terrain and steering the airplane is depend- 
ent on commands from other stations. A major difference be- 
tween the typical combat flight simulator and MegaFortress is 
that most require the pilot to engage the enemy. MegaFortress 
requires the pilot to avoid detection and get away when neces- 
sary. 

Brown notes that the B-l-style nose of the MegaFortress only 
adds .1 Mach to the B-52rs speed. However, he says that this is 
very important with regard to the plane’s capacity for succeeding 
in a low altitude mission. "You can fly lower if you can fly faster 
because you will have more power to get outside the ridgeline. If 
you fly slower, you don’t have the power to fly up and down the 
mountain very steeply." Hence, the fictional plane used in the 
game can travel about eight miles per minute as opposed to the 
B-52H and its five or six miles per minute. The faster the pilot 
can fly the plane, the less time in the sights of the bogeys and 
the more likely the crew will succeed. 

Another crew position is that of the defensive system operator. 
This crew member uses sensors to detect and jam enemy 
aircraft. He/she also directs the tail-firing missiles, air-to-air mis- 
siles, chaff bundles and quail decoys. If the threat is on the sur- 
face, the defensive system operator directs air-to-surface 
weapons (particularly HARM missiles against enemy radar). 

Naturally, the primary job of the electronic warfare officer is to 
classify and call out threats. Should those threats be enemy 
fighters, the EWO will coordinate with the gunner. In the course 
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r i Order Software • 21 Pleasant View Avenue • Falmouth, MA 02540 

I \ 1 Specializing in courteous service, we can help you navigate through the seas of entertainment 

\. X. CIRCA 1989 y j and education software. Call for FREE IBM Newsletter. Used computer software available. 

ANYTIME - ANYWHERE - 24 Hour FAX Order Line 1-508-548-94 1 9 
ON-LINE MODEM SHOPPING - 1-508-457-4558/ 1-508-420-1 115 
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IBM Strategy from 
CCC’s Best Seller 
List 

A10 Tank Killer 33 

Action Stations V.3.0 33 

ATP 38 

AVENGER A10 AUG 

B.A.T. call 

Battlechess II 33 

Battle of Napoleon 34 
Blitz Ardennes 38 

CASTLES MAR 

CHECKMATE MAY 

CIVIL WAR MAR 

COMMAND HQ 38 

COVERT ACTION 38 
DAS BOOT 34 

Decision Gettysburg 34 
DRAGON FORCE 34 
ELITE PLUS MAR 

Empire 34 

FI 17A SEP 

F14 TOMCAT 33 

F29 RETALIATOR CALL 
FALCON 3.0 JUNE 

Fire Brigade 33 

FIRETEAM 2000(NEW) 33 
Fleet Med 41 

Flight of the Intruder 38 
Gettysburg 41 

GUNSHIP 2000 MAY 
Harpoon 41 

Harp Scenario Editor 29 
BATTLESET #3 23 

HYPERSPEED APRIL 
IMPERIUM 28 

JETFIGHTER II call 

KNIGHTS OF THE SKY 38 
LIBERTY OR DEATH call 
LIGHTSPEED 38 

MEGAFORTRESS 41 
MEGATRAVELLER IIAPRIL 
MOONBASE 33 

NOBUNAGA’S AMB II 38 
PACIFIC STORM (SOL) 41 
Panzer Battles 28 

Populus 34 

POWERMONGER NOV 
Railroad Tycoon 38 

RED BARON 256vga 38 
RENEGADE LEGION 34 
ROM. 3KINGDII FEB 
Second Front 41 

SEC. WEAPONS LUF MAR 
Silent Service II 38 

SIM EARTH 44 

Sim City 34 

Sim City City Set #1/2 23 
SUEZ ’73 call 

TEAM YANKEE 38 

Their Finest Hour 41 
Tracon II 43 

UMS II 38 


IBM Adventure & 
Role-Playing 

007 JAMES BOND 36 
ALIEN DRUGLORDS CALL 
ALTERED DESTINY 38 
BANE COSMIC FORGE 38 
BARD'S TALE III 34 

BATTLETECH II 33 

BILLY THE KID FEB 

Breach II enhanced 33 
BUCK ROGERS 34 

Centurian 34 

COUNTDOWN 38 

DEATH KNIGHTS KRYMAR 
DRAGON LORD 34 

DRAKKHEN 38 

ELVIRA 38 

EYE OF BEHOLDER 34 
FEDERATION FEB 

GOLDEN AXE 29 

GRAIL QUEST MAY 

HARD NOVA 34 

HEART OF CHINA CALL 
HERO'S QUEST II 38 
HOUND OF SHADOW MAR 
IT CAME/DESERT 34 
KQ V (HI DENSITY 5or3) 44 
KQ V (LOW DEN) 38 

LEMMINGS FEB 

LIFE & DEATH II 34 

LORD OF THE RINGS 38 
MAGIC CANDLE II JUNE 
MARTIAN DREAMS APRIL 
MEDIEVAL LORDS FEB 
MURDERS IN SPACE 33 
OVERLORD FEB 

RISE OF THE DRAGON 38 
SPACE QUEST IV MAR 
SAVAGE EMPIRE 38 
SEC. MONKEY ISLVGA 42 
SPACE 1889 33 

SPELLCASTING 101 38 

SPIRIT EXCALIBUR 33 
TUNNELS & TROLLS 34 
ULTIMA VI 43 

WING COMMAN. II JULY 


!! MODEM SALE !! 

AVATEX 2400 EXTERNAL 107 
CARDINAL 2400 INT. 70 

PROGRESSIVE PERIPHERALS 
2400 BAUD EXT. 104 

9600 BAUD 499 

SUPRA 

2400 BAUD INTERNAL 72 
2400 BAUD EXTERNAL 98 
ZOOM 2400 SEND FAX 
MODEM INTERNAL 94 


CCC INFORMATION CENTER 

Why not give the CCC 24 hour on-line 
Modem Shopper a Call? 

• Optional membership offers savings of 10% on 
entertainment software 

• Up to date merchandise catalogs 

• Secure on-line ordering 24 hours a day 

GIVE US A CALL 24 HOURS A DAY AT 
1 -508-457-4558 OR 1 -508-420-1 115 

for more details, placing orders, or FOR JUST reading 
timely and professional software reviews by the 
SKIPPERII 

FOREIGN ORDERS 

• Dealer inquiries welcomed 

• Quantity Discounts Available 

• Prompt Service 

• We welcome overseas businesslll 

• 24 Hour service availability through our FAX 
and MODEM Lines 

• Inquiries personally handled by our 
OVERSEAS CUSTOMER SERVICE REPRESENTATIVE!! 


BOARD GAMES 

Adv. Space Crusade 4t 
Af rika Korps 1 3 

CARRIER 28 

CIVIL WAR 19 

CODE OF BUSHIDO 32 
Days of Decision 29 

Dead of Winter 32 

Empire Builder 20 

Fire in the East 48 

First Blood 36 

Harnworld 2nd Ed. 20 
Harpoon 90-91 ed. 20 
Modern Naval Bat #2 21 

Narvik 6 

NEW WORLD 20 

REPUBLIC OF ROME 28 
Rommel in the Desert 28 
Scorched Earth 6 

Shattered States 28 

Siege of Jerusalem 28 
Silver Bayonets 23 

The Longest Day 68 

World War II 31 

GUF RELATED GAMES 
DESERT SHIELD MOD 9 
GULF STRIKE 3RD ED 32 
GDW DESERT SHIELD 
FACT BOOK 10 

MIDDLE EAST PEACE 23 
THE WARROOM 24 

S&T MAG W/SHIELD 12.50 


SIM CANADA 
ALL TITLES $41 
TAX TIME 
ALREADY 

TOBIAS TAX CUT 79 

DAC EASY RAPID TAX 70 
JK LASSITERS CALL 

TIMEWORKS SWIFT TAX 70 

EDUCATION FOR 
MS-DOS 

COMPUTER TEST PREP 
SAT 33 

MATH BLASTER + (NEW) 33 
RANDOM HOUSE ENCYCL75 
SUPERSOLVERS: 

ANCIENT EMPIRES 33 
MIDNIGHT RESCUE 33 
OUTNUMBERED 33 

TREASURE MTN. 33 

PUBLISH m 130 

THE NEW PRINT SHOP 39 
WHERE WORLD C.S.(DEL)51 

Joystick/Access.. 

CH Flightstick 54 

Contriver Flight Yoke 60 
Gravis Analog Joystick 38 
Max Yoke 70 

IController (Suncom) 49 


SOUND 

HARDWARE 

ROLAND LAP-1 410 

AD LIB CARD 99 

SOUND BLASTER 159 
SOUND BMICROCH MAR 
SOUND B VOICE ED 59 

MAC 

CARRIER COMMAND 31 
C/ AZURE BONDS 34 
FIRE BRIGADE 38 

GOLD AMERICAS 31 
GUNS AND BUTTER 34 
HARPOON 42 

ISHIDO 38 

NFL PRO LEAGUE 53 
SIM EARTH 46 

SPACEWARD HO 39 
STRATEGIC CONQ 3 39 

STRATEGO 33 

MAGNAVOX/ 

HEADSTART 

CPU'S 

HEADSTART 300 (AT) 1299 
HEADSTART 300 (CD-ROM 
SYSTEM) 1899 

HEADSTART 500 (386) 1799 
HEADSTART 500 (CD-ROM) 
SYSTEM 2499 

EACH SYSTEM COMES WITH 
A LARGE ARRAY OF 
SOFTWARE AND CD-ROM 
SOFTWARE INCL GROLIER 
ENCYCLOPEDIA (WITH CD 
SYSTEMS) 

"LIMITED ONE- YEAR PARTS/ 
LABOR WARRANTY 
Mag. MAXSTATION 286 1085 
Mag. MAXSTATION 386 1549 
CALL FOR PRICING ON 
CD-ROM DRIVESIM! 

CD-ROM SOFTWARE 

BATTLECHESS FEB 
CHECKMATE JUNE 
GROLLIERS ELEC ENCY 
GUINESS DISK OF WOLRD 
RECORDS 99 

JONES IN FAST LANEMAR 
REFERENCE LIBRARY 99 
STELLER 7 MAR 

USA ATLAS 95 

SIERRA AND OTHER 
COMPANIES PLAN THE 
RELEASE OF NUMEROUS 
CD-ROM TITLES 


Orders: MC/VISA, money orders and checks accepted. Frequent buyer and QUANTITY DISCOUNTS available. Free 
quarterly newsletter. Shipping by UPS, FEDEX, and U.S. Mail available. Open Monday-Friday 10-8 EST, Saturday 10-5 
EST. All software sales final, defectives replaced with same. 

ORDERS 1-800-328-WARE ORDERS 1-800-328-WARE ORDERS 1-800-328-WARE 
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of flying through enemy territory, jamming is not usually ac- 
tivated until the EWO is certain that he has been "painted" by 
enemy radar. Then, if the plane faces imminent attack, the EWO 
takes control of the bomber. 

The final position is that of the co-pilot where players will dis- 
cover a detaiied equipment screen (though there is no exterior 
view). This position will handle some of the more mundane func- 
tions of the mission. 

Designing Hitmen 

The aircraft model for MegaFortress was developed from un- 
classified B-52H manuals, then tweaked to make things simul- 
taneously fit the fiction of Dale’s book and become more user- 
friendly. For example, the product started with the actual pre- 
flight checklist for a B-52H. Then, the iist was slightly reduced so 
that the game didn’t seem like work. TTie designers also have the 
eight different checklists that a mission commander goes 
through prior to, during and after the bomb run. Part of their chal- 
lenge is to balance the realism and skill with what players will ac- 
tually want to do. 

Several realistic aspects have been designed into this simula- 
tion that are not usually seen in combat flight simulations. Rrst, 
rather than sending up the circling planes as fodder for the prac- 
tice missions, the training missions in MegaFortress are modeled 
after combat exercises and will increase with difficulty as the 
players move through them. Most real-world practice missions 
are terribly boring, but those in this game feature an increasing 
challenge and more realistic aspects than those in most games. 


Second, players will never really get an ID on a target. So, 
there will be both known and unknown targets on the screen at 
all times. Players will have to determine which is which in much 
the same way that real crews have to make those decisions. In 
fact, even the handling of target assignments is significantly dif- 
ferent. Rather than offering a primary and secondary target for a 
given sortie, the crew is given a list of targets integrated into the 
flight plan. As the route is flown, three to ten targets become ac- 
tive. According to Brown, the only reason not to hit the targets is 
because something was going on that was outside the rules of 
engagement. In contrast. Brown notes that A-lOs might be given 
a certain area and told to take out anything that moves, but B- 
52s stick to their list and flight plan. 

Third, damage is extremely significant in the design of Mega- 
Fortress. B-52s are large planes and can take a lot of damage, 
but increases in damage will create multiple opportunities for mal- 
functions. Hence, malfunctions will be part of the game. Since a 
recurring theme in Brown’s fiction is the necessity of back-up sys- 
tems, this seems to be an important feature. 

Another significant factor in the MegaFortress design is the fact 
that the progression of threats is logical. Encounters are built off 
patrols and are affected by how well the B-52 crew has avoided 
detection. This means that one will encounter the right types of 
planes flying the right kinds of patrols as opposed to the "any- 
thing goes" randomness of some designs. 

Scissors, Iraq, Paper 

The missions for MegaFortress will be largely drawn from at 



CALL TOLL FREE 

l-(800) 688-2770 


One stop for all IBM & PC compatable games and productivity software! 


TOP TEN 

ALTBREDDECTINY 37.50 

BUCKROGERS 34.50 

COMMAND HQ 37.50 

DRAOONLORD 37.50 

ICINO'S QUEST V 37.95 

NUCLEARWAR 37J0 

STAR CONTROL 32.50 

STARFUOHIH 34.50 

■reBNAGBNINJATURILB 23.75 

TV SPORTS BASKETBALL 37.50 


688 ATTACK SUB 34.50 

A-IOTANK KILLER 31.25 

ABRAMS BATTLE TANK ..25.00 

ACTION STATIONS 49.05 

BAD BLOOD 31.25 

BANDIT KINGS-CHINA . . .37.50 

BARBARIAN ’25.00 

BARDS TALE II 34.50 

BATTLE CHESS II 31.25 

BATTLE TECH 25.95 

BATTLE COMMAND 37.50 

BATTLEHAWKS1942 ....31.25 
BATTLES OF NAPOLEON .34.75 

BATTLETECH2 33,75 

BLITZKRIEG ARDENNES .37.50 

BLOOD MONEY 25.00 

BLUEANGELS 21.95 

BREACH II D.P 30.00 

BREACH SCENARIO DISK 15.75 

BRIDGE 6.0 24.05 

BUCKROGERS 34.50 

BUDOKAN 31,25 

C.YEAQER FLIGHT 2.0 ...31,25 

CARMEN USA 31.75 

CARMEN WORLD 31.75 

CARMENTIME 31,75 


CARMEN EUROPE 31.75 

CARMEN WORLD DELUXE . 49.95 
CENTURIAN DEFENDER . . . 34.50 
CHAM/SCI MUTANT D.P ... 31.25 
CHAMP OF KRYNN 5.25 . . . 34.50 

CHESSMASTER2100 31.25 

CLUE 25.00 

CODENAME ICEMAN D.P. . . 37.50 
COLONELS BEQUEST DP . . 37.50 
CONQUEST OF CAMELOT . 37.50 

COUNTDOWN 37.50 

CRIME WAVE 37.50 

CURSE OF AZURE BONDS . 34.50 
CYBERGENIC RANGER ...32.25 
0 WOLF SECRET AGENT .. 31.25 

DOUBLE DRAGON II 24.95 

DRAGON WARS 31.25 

DRAGON OF FLAME 24.95 

DRAGON STRIKE 34.50 

DRAGONS LAIR 43.75 

DRAKKHEND.P 37.50 

DUCK TALES 28.25 

EARTH RISE 31.25 

EMPIRE 31.25 

F-19 STEALTH 43.75 

F.1:5STREAGLE2DP 34.50 

FACESn'RlS III 24.95 

FAERY TALE 24.95 

FALCON A.T 37.50 

FERRARI FORMULA <.... 24.95 

FIRE BRIGADE 31.25 

FLIGhfT SIMULATOR 4.0 ... 48.75 
FLIGHT OF INTRUDER .... 37.50 

GENGHIS KHAN 37.50 

GO MASTER 49.95 

GREG NORMAN SHARK . . . 24.95 
GUNSHIP 31.25 


HARDBALL II 31.25 

HARPOON BAT. SET II 22.50 

HARPOON EDITOR 28.00 

HARPOON 41.50 

HARPOON BAT SET 111 .... 22.50 

HEATWAVE 24.95 

HERO’S QUEST D.P 37.50 

HUAAK 93.75 

HILLSFAR 37.50 

HOYLES GAMES II D.P 21.95 

KEYSTOMARIMONT 31,25 

KING’S BOUNTY 34.50 

KINGS QUEST IV D.P 37.50 

KNIGHTS OF SKY 37.50 
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LIGhfTSPEED 37.50 

LINKS 40.50 

LOOM 41.00 

LORD OF RINGS 34.50 
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MANHUNTER2-S.F..D.P .... 31.25 

MANIAC MANSION D.P 16.25 

MAVIS BEACON TYPING ...31.25 

MECH WARRIORS 34.95 

MIDWINTER 31.25 

MIGHT4 MAGIC II 41.50 

MON. NIGHT FOOTBAL .... 31.25 

MO^fTANA FOOTBALL 31.25 

NEUROMANCER 32.00 

NIGhfT BREED 31.00 


NOBUNGA'SAMBDP 37.50 

OMEGA 31.25 
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PALADIN QUEST DISK I ....15,75 
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PIRATES 28.25 

POLICE QUEST II D.P 37.50 

POOL OF RADIANCE 34.50 

POPULOUS 34.50 

POPULOUS DATA DISK . . . .19.25 

PRO TENNIS TOUR 30.00 

RAILRAOD TYCOON 37.50 

RED BARRON 37.50 

RED STORM RISING 34.25 

RINGS OF MEDUSA 31.25 

RISE OF DRAGON 37,50 

ROGER RABBIT 24.95 

ROMANCE OF 3 KINGDOM .43.75 

ROMMEL BATTLES 24.95 

SAVAGE EMPIRE 37,50 

SEARCH FOR THE KING . . . 37.50 
SECRET OF SILVRBLADE ..34.50 

SILENTSERVICE 21.75 

SILPHEEDD.P 21.75 

SIM CITY TERRAIN ED 12.95 

SIM EARTH CALL 

SORCERIAN 37,50 

SPACE QUEST III D.P 37,50 

SPACE ROGUE 31.25 

SPIDERMAN 24,95 


STEALTH AFFAIR 31.25 

STORM ACROSS EUROPE .37.50 

STRATEGO 31.25 

STUNT DRIVER 31.25 

TANGLEDTALES 18,75 

TANK 37.50 

TEST DRIVE III 37.50 

TETRIS D.P 21,75 

THE HUNT FOR RED OCT . . 31 .25 
THEIR FINEST HOUR BR . . . 41.50 

TIMES OF LORE 26.25 

TREASURE TRAP 24.95 

TV SPORTS FOOTBALL .... 31,25 

TYPHOON OF STEEL 31.25 

ULTIMA V 37.50 

ULTIMA VI 43.75 

UNIVERSE III 31.25 

VETTEI 31.25 

WAYNE GRETSKY HOCKEY 34.50 

WELLTRISD.P 21.95 

WIND WALKER 31.25 

WINDOWS 3.0 .122.x 

WING COMMANDER DATA . 18.75 

WING COMMANDER 43.75 

WIZARDRY TRILOGY 31.25 

WIZARDRY 6 CALL 

WIZARDRY 4 31.25 

WIZARDRY 5 31.25 

WOLFPACK 34.50 

WONDERLAND 37.50 
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X MEN II 25.00 
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GAME SELECTION 

BON Scenario Disk 1 

BON Scenario Disk 2 

Both Disks 1 & 2 

Battles of Napoleon 

APPLE C64 

25 25 

25 25 

45 45 

32 32 

IBM 

25 

25 

45 

32 

ST 

AMIGA 

Scenario Disks 1 & 2 for Battles of Napoleon 



1. Maida, Austerlitz, Utitsa, Marengo, 

Redoubt 



2. Albuera, Medellin, Santon 

New Orleans, Bridge 




GAME SELECTION 

APPLE C64 

IBM 

ST 

AMIGA 

Strategic Simulations: 






Death Knights of Krynn 



34cx 



Medieval Lords 


40c 




Countdown to Doomsday 


28 

34x 


34 

Renegade Legion interceptor 



40x 



Eye of the Beholder 



34ax 



Champions of Krynn 

34 

28 

34x 


34 

Curse of Azure Bonds 

34 

28 

34x 

40 

34 

Pool of Radiance 

31 

28 

34x 


34 

War of the Lance 

28 

28 

34x 



Secret Silver Blades 


28 

34x 



Hilisfar 


28 

34x 

34 

34 

Dragon Strike 


28 

34x 


34 

Sword of Aragon 



28x 


34 

DM Assist. Vol. 1 

22 

22 

22' 


22 

DM Assist. Vol. 2 

22 

16 

16 


16 

Wargame Construction Set 





28 

Battles of Napoleon 

32 

32 

32 



Storm Across Europe 


40 

40 

40b 

40 

Second Front 



40 


34 

Gettysburg 

16 

16 

40 


16 

Waterloo 



40 

40 

40 

Kampfgruppe 

16 

16 

40 


16 

Overrun 





40 

Typhoon of Steel 



40x 


40b 

Civil War 



40c 


40c 

Strategic Studies Group: 






American Civil War 1 

28 

28 

28 



American Civil War 11 

28 

28 

28 



American Civil War III 

28 

28 

28 



Halls of Montezuma 

28 

28 

28 

28a 

28 

MacArthur's War 

28 

28 

28a 


28 

Panzer Battles 

28 

28 

28 



Reach for the Stars 

28 

28 

28 


28 

Rommel’s Battles 

28 

28 

28 



Russia, the Great War 

28 

28 




Gold of the Americas 



28 

28 

28 

Fire King 


28 

28 



Battlefront 

28 

28 




Battles in Normandy 

28 

28 




Carriers at War 

28 

28 

28d 



Europe Ablaze 

28 

28 




Warlords 



32 


32 

Electronic Arts: 






Andretti’s Racing Challenge 



34cx 



Bards Tale II 

16 

13 

21x 


16 

Bards Tale III 

13 

13 

34x 


34c 

Escape From Hell 



34x 



F-16 Combat Pilot 


25 

13x 

16 

16 

Populous 



34x 

34 

34 

Populous Data Disk 



13 



Powerdrome 



13 

16 

16 

Starflight 


28 

19x 

34 

34 

Starflight II 



34x 



Yeager's Advanced Flight 


13 

20x 


28b 

'688 Attack Sub 



23x 


34 

Budokan 



34x 


28 

Centurian Defender Rome 



34x 



LHX Attack Chopper 



40x 



Hard Nova 



34x 



Fountain of Dreams 



34x 



Stormovik: Su-25 Soviet Att. 



34x 



Madden Football 

34 

28 

34x 




GAME SELECTION APPLE C64 IBM ST AMIGA 


Microprose: 

Railroad Tycoon 36x 

Silent Service II - - 34x 

Sword of the Samurai - - 34x 

M1 Tank Platoon - - 40x - 34 

F-1 5 Strike Eagle II - - 34x 

Red Storm Rising - 28 34x 27 22 

F-1 9 Stealth Fighter • 28 40x 

Airborne Ranger - 25 27x - 30 

Pirates 31 27 27x 27 31 

Gunship - 25 32x 34 34 

Carrier Command - 23 20x 27 

Space 1889 - - 31x 

X-Men II - - 25x - - 

Knights of the Sky - 36x 

Lightspeed - ■ 36x 

Covert Action - 34x 

Command HQ - - 36x 

UMS II • 39ax - 41a 

Marvel Trilogy - 25 30 - 

Spellcasting 101 - • 34x 

Stargliderll - 23 18x 27 

Destroyer Escort - 20 - 

Midwinter - - 30x - 28 

Three Sixty: 

Harpoon - - 39x - 39 

Harpoon Battle Set 2 - - 22 - 22 

Harpoon Battle Set 3 - - 22 - 22 

Harpoon Scenario Editor - 28 - 28a 

Blue Max - - 34x - 34a 

Das Boot Submarine - - 34x 34a 

Mega Fortress - - 40cx - 40c 

Armor Alley - - 28c 

Sands of Fire - - 31 - 

Origin: 

Ultima IV - 35 35 - 36 

Ultima V - 35 35 35 40 

Ultima VI - 35 40 - - 

Ultima Trilogy - 35 35 - 

Knights of Legend 34 30 30 - 

Wing Commander - - 40x 

Wing Commander: 

Secret Missions - - 19 - 

Savage Empire - - 34 - 

Omega 34 30 30 34 32 

Space Rogue 34 30 30 34 32 

Sierra: 

Codename: Iceman • - 36 36 40 

Colonel’s Bequest - 36 36 40 

Conquest of Camelot - • 36 36 40 

Quest for Glory II - - - 40 40 

Socerian - * 36 40 - 

A-10 Tank Killer - - 33 - 30 

Kings Quest IV 34 - 36 36 36 

Kings Quest V - - 36 - 39 

Space Quest III • - 36 36 36 

Space Quest IV - - 39 - 39 

General Quarters: 

Battle of Austerlitz - - 30 - 

Banzai 28 • 28 - 

Battle Stations 28 - 28 - 

Action in North Atlantic 28 • 28 - 

German Raider Atlantis 28 - 28 - 

Action Off River Plate 28 - 28 - 

War at Sea 28 - 28 • 

Prelude to Jutland 28 • 28 - 

War in the Falklands 28 - 28 - 

Warship That Changed History 28 - 28 - 

Battleship Bismark 28 • 28 - 

The Rising Sun 28 - 28 • 

Midway 28 • 28 - 

Marianas Turkey Shoot 28 - 28 - 

Air Raid Peari Harbor 28 - 28 - 

Mare Nostrum 28 - 28 - 

Return to the Faiklands 28 - 28 - 


X = 3.5 IBM Disk Available • Release Dates: a = Jan 91 b = Feb 91 c = Mar 91 d = Apr 91 


NOVASTAR GAME CO. • P.O. BOX 1813 • ROCKLIN, CA 95677 • (916) 624-7113 • 1-800-352-2225 • WE ACCEPT PERSONAL CHECKS & MONEY ORDERS • COD ACCEPTABLE 

Call or write for full line of available Games. Please specify alternative selections for Classic Games due to limited quantitites. 

Buy 2 or more games, get 50% off any Classic Game 

US/Canada Customers add $3 for shipping. 2nd Day Air add $5. Overseas customers add $8 plus $2 per game, (Board games add $4 per game.) 

California residents add 6V2% sales tax. Please remit in U.S. Dollars. 

Board games from Avalon Hill, Simulations, Canada Victory Games available • MAC, Apple IIGS available. 
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New World Computing: 

King’s Bounty 

28 

28 

34x 


28 

Might and Magic II 

34 

28 

34x 


28 

Nuclear War 



34x 



Tunnels and Trolls 



34x 



Lucasfllm: 

Battlehawks 1942 



22x 



Loom 



39x 

39 

39 

Their Finest Hour 



39x 

39 

39 

Ind. Jones Last Crusade: 
Action Game 


19 

19 



Graphic Adventure 



22x 


22 

Night Shift 


22a 

28x 

28a 

- 28a 

Secret Monkey Island 



39x 



Secret Weapons Luftwaffe 



40bx 



Interstel: 

D.R.A.G.O.N. Force 


28c 

34 


34 

Empire 

28 

28 

34x 


34 

Star Fleet II 



39 



Earthrise 



34 



Koel: 

Nobunaga’s Ambition 



38x 


38 

Nobunaga’s Ambition II 



38x 


38 

Romance of 3 Kingdoms 



42x 


42 

Romance of 3 Kingdoms II 



42cx 



Genghis Khan 



38x 


38 

Bandit Kings 



38x 


38 

1 CLASSICS AT SPECIALLY REDUCED PRICES 

1 GAME SELECTION 

APPLE C64 

IBM 

ST 

AMIGA 

SSI: 

Eternal Dagger 

12 

12 




President Elect 

12 

12 

12 



Shiloh: Grant’s Trial 

12 

12 




Sons of Liberty 

16 

16 




Questron II 

16 

16 

16x 

16 

16 

Phantasie III 

16 

16 

16 

16 

16 

Stellar Crusade 



16x 

16 

16 

Panzer Strike 

16 

16 




DM Assist Vol. 2 


16 

16 


16 

Dragons of Flame 


16 

16x 

16 

16 

Heroes of the Lance 


16 

16x 

16 

16 

Red Lightning 



16 

16 

16 

First Over Germany 


16 

16 



Gettysburg 

16 

16 



16 

Kampfgruppe 

16 

16 



16 

Microprose: 

Silent Service 1 

20 

20 

20x 

20 

20 

F-1 5 Strike Eagle 1 

20 

20 

20x 

20 


Electronic Arts: 

Bard’s Tale 

13 

13 

13 

16 

16 

Bard’s Tale II 

16 

13 



16 

Bard’s Tale III 

13 

13 




Might and Magic 1 

20 

20 

20x 



Legacy of Ancients 

10 

10 

10 



Marble Madness 

13 

13 

13 

16 

16 

PHM Pegasus 

10 

10 




Strike Fleet 

13 

13 

13 



Wasteland 

13 

13 

13 



Music Construction Set 

13 

13 

13 

16 


Demon Stalkers 


10 




Patton vs. Rommel 


13 

13 



Skyfox 


10 




Skyfox II 


10 




Zany Golf 



13 

16 

16 

Skate or Die 


13 

13 



Ski or Die 


13 

13 



Maniac Mansion 

16 

16 

16x 


16 

Pipe Dream 

20 


20x 



Sentinel Worlds 1 


13 

13x 



Abrams Battle Tank 



13x 



Starflight 



20x 



■ Zak McKracken 


16 

16x 









Sneak Preview 


least two and possibly three geographical areas. First, of course, 
the game will feature the "Old Dog" scenario. The victory condi- 
tions are simple in that one takes the plane in, bombs the target 
(a kiiier iaser compiex) and gets away. The "Oid Dog" scenario 
begins in the top secret Dreamiand hangar. There, piayers wiii 
have to take off with their B-52 whiie under fire from terrorists. 

By the time piayers can successfuily accomplish that task, they 
shouid be emotionaiiy hooked into the game. 

Second, the game wiii inciude B-52 missions in iraq. The 
venerabie 36-year-oid design has proved itseif to stiii be a for- 
midabie weapon with tremendous range, massive firepower and 
a marveious view of the battiefieid. Missions in the Persian Guif 
area wiii inciude ail the targets heard about in the briefings from 
the front; bridges, fortified hangars, bunkers, oii refineries, infant 
baby formuia... er... chemicai warfare production faciiities, 
nuciear faciiities, mobiie SCUD iaunchers and targets of oppor- 
tunity. The "Oid Dog" (uniike the B-52s we read about in the Gulf 
War) uses smart weapons, as opposed to converted bombs 
suited for so-calied "carpet-bomljing." 

An added dimension to the Persian Guif missions is the use of 
the Joint STARS piane. Basicaiiy a roving 707 with aimost as 
much sophisticated electronics equipment as an AW ACS, the 
STARS is an acronym meaning. Strategic Targeting, Attack 
and Reconnaissance System. It does for ground targets what 
AW ACS accomplish for air targets. Hence, the inclusion of this 
system in the game is a natural for a game dealing with heavy- 
duty bombers. 

The Joint STARS uses a synthetic aperture radar, essentially a 


side-looking radar that uses the direction of the airplane to get 
precise resolution of targets. It can then pass this information 
along automatically to other aircraft. Currently, unclassified infor- 
mation is that this data is passed verbally to other aircraft, but if 
successful, it is designed to eventually send data packets from 
computer to computer. The information collected by Joint 
STARS provides targeting information and weapons recommen- 
dations. 

Other geographical areas which might yet appear in either the 
game or in add-on disks include the narrow gap between Alaska 
and Russia, as well as the Philippines to Red China area depicted 
in Brown’s upcoming Skymasters novel. 

"Bear" Brown’s Debriefing 

At the conclusion of each mission, players will be treated to a 
debriefing from Brown himself. Brown will judge how the crew 
did in avoiding detection, as well as how they handled threats 
(SAMs, MiGs and mechanical failures) and what the BDA (Bat- 
tlefield Damage Assessment) indicates. 

If MegaFortress sounds both different and more complex than 
many combat flight simulations on the market. Brown says that 
this is as it should be. "At the risk of turning people off, the 
game as it is meant to be played should be complex. I don’t 
want people to get the impression that it’s easy to fly a B-52, 
even with all the automatic equipment." One thing is certain: 
MegaFortress is not being designed to be a "run of the mill" 
flight simulation, caw 



PLAY-BY-MAIL’S OUTRAGEOUS TIME FANTASY 


PORTINIUM^^combines personal goals and global concerns along 
with conventional technology to create an unparalleled fantasy world 
where time travel is commonplace. To assist you in achieving your 
goals you will begin with a character, espionage unit, division, and city 
in each of the four known ages. This provides you with the ability to 
play in all lime periods simultaneously. Technology in each age is 
readily available and can be implemented in other ages through 
research and training. The struggle to become a dominant player and 
the cooperation required to solve global problems creates an 
unprecedented challenge ... PORTINIUm!“ 


i 100% Computer Moderated Play-By-Mail game 
i Quality laser graphics 

Up to 75 players in each game 
15,000 sectors to explore in each of the 4 known ages 
Unique character generation 
Scientific research and development capabilities 
Personal interaction and communication incorporated into game play 
Time travel possible at game start 
i Game Turns - $10.00 per turn 
I 2 or 4 week turn around time available 


mHANTED HORIZONS '' 

P.O.Box 9897 

Spokane, WA 99209-9897 
Customer Service: (509) 325-6941 
FAX; (509) 326-1514 


$25.00 STARTUP KITS INCLUDE 

1 26 Page High Gloss Player's Guide ( 8 '/j x 1 1 with over 1 50 illustrations ) 
56 Page High Gloss Tutorial ( 8 Vj x 1 1 instruction manual ) 
Newsletter ( includes personal ads, game tips, inquiries, and artwork ) 
Initial Game Setup Sheets 
2 Free Turns 
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LucasArts on the art and science of entertainment 


THESE PRAIES HAVE 
TONGUES AS SHARP 
AS THER SWORDS. 



Lucasfilm™ Games’ swashbuckling new 
graphic adventure lets you trade insults with 
some of the saltiest seamen to ever sail the 
seven seas. 

In The Secret of Monkey Islandf you’ll 
sling one-liners with a fast-talking used ship 
salesman, a sarcastic swordmaster, a wisecrack- 
ing corpse, and a prisoner whose breath would 
stop a horse. You’ll also hunt for buried treasure, 
chase after a beautiful woman, 
and-perhaps-unravel one of 
the twistiest plots in the history 
of adventure gaming. 

You’re short, broke, clueless 
and friendless. 

And you’ve just arrived on 
Melee Island seeking fame and fortune. Explain- 
ing to anyone who’ll listen that you want to be 
a pirate. 

Being the easy-going types they are, your 
new pirate pals invite you into the club. Just as 


soon as you’ve completed three tiny trials. 

Among other things, you’ll need to sedate 
some piranha poodles, burglarize the governor’s 
mansion, and do business with the scum of the 
earth. And if that’s not enough, you’ll have to 
figure out whether the 300-pound voodoo 
priestess covets your rubber chicken, fetid fish, 
pack of breath mints, or... 

If the brigands don’t grab you, 
the graphics will. 

Lucasfilm Games set today’s 
graphic standards with games like 
Loom and Indiana Jones and the 
Last Crusade. Now The Secret 
of Monkey Island ups the stan- 
dards a few more notches with 
stunning 256-color VGA graphics ( 16-color 
EGA version also available), proportionally 
scaled animated characters, and cinematic 
pans and camera angles. 

Our acclaimed point ’n’ click interface 



The Secret of Monkey Island is available for IBM and 100% compatibles in 16-color EGA and 256-color VGA versions. Visit your retailer or order directly with Visa/MC by calling 
1-0OO-STARWARS(in Canada 1-800-828-7927). ~ and ©1990, LucasArts Entertainment Company. All rights reserved. IBM is a trademark of International Business Machines, Inc, 

3M is a trademark of 3M Corp. AdLib is a trademark of AdLib, Inc. Cruise prize arranged with the "Fun Ships" of Carnival Cruise Lines, The Most Popular Cruise Line In The World; 
ship’s registry: Bahamas and Liberia. 


has been improved even more. So have our 
sound effects, which are backed by a captivat- 
ing calypso and reggae music track. 

Enter the Monkey Island Treasure Hunt and 
win a FREE Carnival Caribbean cruise! 

If you can solve a few sneaky puzzles 
in a special demo of The Secrets of Monkey 
Island, you might just win one of the sweetest 
prizes since Captain Kidd’s treasure chest. A 
Carnival Cruise for two, one of a hundred 
AdLib"” sound cards, or one of hundreds more 
prizes! You’ll find the 
demo and complete rules 
in specially-marked 
boxes of3M diskettes. 

Or send a self-addressed, 
stamped disk mailer to: 

Monkey Demo, PO Box 
10228, San Rafael, CA 
94912. 

So act fast, think fast, and enter fast. 
Because while playing The Secret of Monkey 
Island is an adventure, winning the Treasure 
Hunt is a real trip. 



l UCASFIL M 

A DIVISION OF LUCASARTS ENTERTAINMENT COMPANY 
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TITLE; 

J. R. R. Tolkien's The Lord Of The Rings Vol. 1 

SYSTEM: 

IBM 

PRICE: 

$54.95 

DESIGNERS: 

Paul Jaquays, Scott Bennie, Troy A. Miles, Bruce Schlickbernd 

PUBLISHER: 

Interplay Productions 


Santa Ana, CA 


(^ne (^in^ t0 (^ub A,ll 

Interplay *s The Lord of the Rings, Vol. 1 

by Charles Ardai 


I t could be argued that in all recorded history there has only 
been one truly successful collaboration between an author 
and a computer game company. That project would be 
Infocom’s text adventure, The Hitchhiker’s Guide to the 
Galaxy, designed in conjunction with Douglas Adams. The game 
quickly became a bestseller and still remains a favorite six years 
after its release. Other attempts to work with authors to develop 
either original or licensed games have generally been failures, 
sometimes noble and sometimes not. 

Synapse’s Mindwheel, carefully crafted by poet Robert Rnsky, 
was both exquisite and exquisitely boring; Telarium's line of 
science-fiction collaborations had their heart in the right place, 
but little else; and even Douglas Adams’ second foray into com- 
puter game design, Infocom’s Bureaucracy, flopped like a 
Babel fish out of water. 

Attempts simply to adapt literary properties, sans authorial 
input, have fared little better. Isaac Asimov’s Robots of Dawn 
turned into an earnest but forgettable adventure game from 
Epyx; ditto Anne McCaffrey’s Dragonriders of Pern; and who 


can forget Nindscape’s plodding version of Stephen King’s The 
Mist"? (Although one tries.) 

Why this should be is something of a mystery. A bad game is a 
bad game, of course — but most of these games are not bad, 
per se. What they are is sincere, dedicated attempts by fans of a 
given work to translate that work to the computer game 
medium. If this does not usually work, it is because sincerity and 
dedication do not, by themselves, make good games. 

What does make good games is inspiration and creativity. If 
working with another author’s material does anything, it is to 
usually to inhibit a designer’s own inspiration and creativity. 

Some designers hew so close to the original that they may just 
as well have typed the original text into an ASCII file and left it at 
that. Others are so bold that they attempt to inject their own 
ideas into the author’s work — a hubristic misstep, since such ac- 
cretions invariably announce themselves to be just that, by blend- 
ing into the author’s universe as inconspicuously as a stripper at 
a wake. Readers of the author’s work escape such games either 
bored, offended, or in some memorable instances, both. 
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Those killer spiders from the hit horror movie "Arachnophobia" 
are back. And they're just dying to sink their poisonous fangs 
into a few w more helpless victims. 

Match wits with these deadly highly intelligent 

creatures. ^ If They're hiding, waiting to pounce when you 




least expect them. Eight levels of difficulty, 
of anti-spider weaponry. Over 100 locations. 
Thousands of rooms to explore. 

Bring the experience to life with Disney's 
Sound Source.* Real music, speech and sound effects. 

If you're smart enough, quick enough, and able to wipe out a 
few thousand of the venomous vermin, you might just make it 
to the final confrontation in the Amazon Jungle. And 
even the score, once and for all. 
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STRATEGIC SIMULATIONS, INC. 


©1991 Strategic Simulations, Inc. Ail rights reserved. 


The King of Naples prepares for an invasion 
of Northern Italy. 

TO ORDER: Visit your retailer or call 
1-800-245-4525 in U.S.A. and Canada to 
charge on VISA/MC. To receive SSI’s 
complete product catalog, send $1.00 
to: SSI, 675 Almanor Avenue, Suite 201, 
Sunnyvale, CA 94086. 


You Are THE Wisdom 
Behind the Crown! 

SSI’s Medieval Lords!" places you 
in the influential role of an advisor 
to kings. Spanning the years 
1028ad-1530ad, Medieval Lords is 
a simple yet exciting simulation of 
politics and war in Europe, North 
Africa and the Middle East. 

Advise an Emperor, King, Emir, 
Sultan, Khan, Caliph or Duke in 
six historical scenarios. Manipulate 
political, economic and military 
elements at home and abroad to 
first establish, then strengthen and 
expand your Lord's empire. Propose 
alliances, subvert enemy nobles, 
award territory, build castles, 
declare war— whatever it takes! 

Historically Accurate! 

Programmed by a professor of 
history. Medieval Lords includes 
random events such as papal dec- 
larations of heresy, Crusades, the 
Black Plague and Mongol invasions! 

Medieval Lords is ideal for 
solitaire, multi-player or classroom 
use. Involve up to 10 players— 
choose from among 1-10 human 
and 0- 6 computer controlled 
characters! 


Medieval Lords— conquest m 
the Middle Ages on a grand 
strategic scale! 
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Word on the Rings (Description) 

What all this has to do with The Lord of the Rings shouid be 
clear enough to gamers familiar with the myriad of fantasy role- 
playing games based either explicitly or implicitly on Tolkien’s 
seminal saga. One cannot swing a dead cat in a software em- 
porium without getting fur all over a dozen games which draw 
their inspiration (and sometimes more) from Papa J.R.R.’s im- 
aginings. Many of these have been successful, because they cap- 
ture the spirit and enjoyment of the original without having to 
carry the burden of actual fidelity. 

This is why one approaches a game such as Interplay’s The 
Lord of the Rings, Vol. I, which purports to be the first part of a 
definitive and faithful three-volume adaptation, with trepidation, it 
has all been done, and overdone. There have been quite enough 
Lord of the Rings games already! What can yet another offer? 
More to the point, if what it offers is unprecedented fidelity, 
should one greet that news with applause or a yawn? 

The answer, as is so often the case, is a little bit of both. The 
mechanics of the game are ordinary and will be familiar to 
anyone who has ever played a CRTO before. One essentially has 
the same commands at one’s disposal. It is simply that an icon- 
driven command system allows access to the party’s posses- 
sions, skills, weapons, magic, and so forth, rather than a "menu" 
per se. This allows the action to take place on a bigger canvas 
and makes the screen appear more aesthetically pleasing and 
the game world seem implicitly larger. The interface seems com- 
fortable and this reviewer found little to take issue with in the 
gameplay. Combat is smooth and fair; movement is as quick as 
one can expect (if it seems at all tedious, it is only because the 
landscape is so enormous); and the designers make a genuine ef- 
fort to incorporate different racial characteristics and personal 
skills into the narrative. 

"Narrative" is an important word in discussing Lord of the 
Rings, since this is not a hack-and-slash campaign. Encounters 
are rarely incidental — everything that happens in the game has 
some impact on the plot. Then, too, weapons, treasures, and 
(especially) magic items and spells are hard to come by, in keef>- 
ing with Tolkien’s approach in the novels. This may disappoint 
more hardened gamers who want bang for their buck, but the 
complexity and depth of the storytelling should definitely attract 
others. 

In fact. Interplay describes their intent as to create an "almost 
Infocom-style" story within an RF<] format. With a large roster of 
vibrant characters and a clever set of nested puzzles and quests 
(solve this before you can do that, talk to ’A’ before you can 
pass ’B,’ etc.). Interplay has gone a long way toward ac- 
complishing this goal. 

Creature of Hobbit (Negative Observations) 

However, it seems almost inevitable that the game suffers for 
being an adaptation. The overall plot is the plot of Tolkien’s 
novels: Frodo Baggins, a hobbit, inherits what turns out to be the 
One True Ring from his Uncle Bilbo, who won it from a decrepit 
ex-hobbit called Gollum. The Dark Lord Saddam — oops, Sauron 
— wants the ring to cinch his universal dominion, but to do that, 
he has to find it and steal it. Frodo’s task (and yours, Jim, 
should you choose to accept it) is to drop the pesky thing into a 
volcano at the other end of Middle Earth and be rid of it once 
and for all. 

That’s the big story. Along the way there are lots of little stories 
as: Frodo tangles with agents of Evil; meets friends, helpers, and 
enemies; encounters dangerous monsters; and tries to make his 
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party strong enough to do battle with Sauron. Old friends crop 
up along the way: elves, dwarves, Balrogs, Gandalf, Tom Bom- 
badil. There are also new friends and challenges, most centered 
around a search to unearth the "Golden Wheel" and "Durin’s 
Axe," two magic items one wants to get to before the ores do. 

All this is good enough, as far as it goes. The problem is that it 
does not go far beyond where Tolkien went. The new material is 
generally in the Tolkien spirit, but it owes more to Zork and 
Enchanter than to anything distinctly Tolkienesque; and the old 
material... well, it is old material. Wonderful old material, but bet- 
ter on paper than on a monitor. 

If this isn’t enough, the game has yet another problem: it is 
only a third of the total story, much as The Fellowship of the 
Ring is one-third of The Lord of the Rings. It draws to a close 
with a semi-cliffhanger outside Lothlorien, and then one has to 
wait perhaps a year for Volume Two, and another for Volume 
Three. There is something inherently unsatisfying in this, as there 
is in reading in the instructions about things one can do... but not 
in this game. (About Bravado, the manual says, "This skill is not 
useful in [this game], but will play a role in... the next two games 
in this series." About a certain magic item: "These items will not 
appear until the second game in this series." Great). 

Tolkien Gratification (Conciusions) 

There is a great deal to enjoy in The Lord of the Rings — richly 
detailed graphics, a soundtrack that doesn’t get irritating even 
after being repeated in an endless loop, some pulse-pounding 
catastrophes and escapes — and one has to respect the diligence 


and pride that has gone into the meticulous re-creation of Middle 
Earth. {LIFT?) Tolkien, perfectionist that he was, would be 
proud. (Close Lift?) Still, what Tolkien fan will do more than 
offer up a grudging smile at that old chestnut, "Speak, friend, 
and enter?" By the same token, what Tolkien fan will enjoy the 
liberties taken with Strider’s character in the name of "challeng- 
ing" the knowledgeable gamer? Fidelity may be dull, as the mar- 
riage counselor said, but infidelity will surely get one into trouble. 

In any event. Interplay’s game is what we have, and it is certain- 
ly good enough to provide hours of entertainment for the more 
demanding CRPG player. What it is not, is special enough to 
carry the Tolkien name. Not that any previous LOTR incarnation 
has been better — none has — but one could be, and that is 
enough to diminish one’s appreciation of this game. As Jorge 
Luis Borges wrote, on a different matter entirely (but not so dif- 
ferent at heart), "It is a victory... all is well... and yet nothing has 
happened. In our veins the blood runs no faster. Our hands have 
not sought the bow. No one has turned pale." 

No one will turn pale from The Lord of the Rings, Vol. I, either 
from exhilaration or from offense. This is not a bad thing, nor is 
it particularly a good thing. The Lord of the Rings may well hit 
the bestseller lists, and more power to it if it does. It deserves it. 
Yet, one must remember, this only means there is nothing else 
available that Is better. 

In short. The Lord of the Rings is a bright and enjoyable and 
perfectly harmless game which would have benefitted greatly 
from an active, rather than a posthumous, collaboration with the 
author, caw 


A NATIONAL WILL GRAND ALLIANCE 



"A National Will" is a computer moderated play-by-mail game 
where each player runs an economy of a country. Players make 
decisions on production, labor allocation, revenue, trade, etc. 
The strength of a country's military depends on the vitality of its 
economy. 

To order the rule book and take your first turn, please send $6.50 or 
$3.00 for the book only with your name and address to 


"Grand Alliance" is a fully 
computer moderated play- 
by-mail game which involves 
the battle of survival between 
human and alien races. 
Players represent either a 
member or the human race 
or of the alien race with the 
universe as a setting. The 
game is played on a map of 
three parallel levels where 
each level is composed of 
240 planetary systems. Each 
player must solve military 
and political problems within 
their own camp before war 
can be waged effectively 
against the opposing race. 
Each side is faced with the 
same situations and 
problems to overcome. 


To order the rule book and take your first turn, please send $5.00 
or $2.00 for book only with your name and address to 



Simeoarum Systems 

P.O. Box 520861 • Salt Lake City, Utah 84152 


Turn fees are $3.50 


Circle Reader Service #46 


Turn fees are $3.00 
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OPINION 



Scorpia is an experienced and 
respected adventure game expert. 
CGW is pieased to be able to provide 
this forum for her distinctive and, 
often, controversial perspective. 


J ust let me get my crystal ball out 
here... clink... clink... Ah, there we 
go. Ahem, looking into the depths, I 
see... ouch! Someone get me my cool 
shades! Those laser blasts are pretty 
bright! Almost as bright as a nova.... 

Hard Nova is a re-working of a pre- 
vious game system. Sentinel Worlds I: 
Future Magic. Anyone who has played 
Sentinel Worlds will notice similarities in 
the two products, but Hard Nova con- 
tains much that has improved since the 
prior game. However, the two are com- 
pletely stand-alone and you can’t bring 
over your team from Sentinel Worlds 
(so if you’ve been hanging on to them 
for the sequel, well, better forget it). 

Hard Nova is set in an area of space 
known as the Four Systems, not exactly 
the most peaceful of regions. Your char- 
acter — either Nova (if female) or Stark 
(if male) — is a freelance mercenary for 
the Starkiller group. The Starkillers take 
on jobs from whoever has the money to 
pay for it and send you out to do the 
dirty work. It’s one way to make a living. 

You begin by choosing either Nova or 
Stark as your main character. There is 
no creation process involved, since both 
come with pre-defined abilities and those 
can’t be changed, at least not at the 
start. Skill improvement can occur, how- 
ever. 

Skilis are all-important in the game. Un- 
like virtually every other CRPG on the 
market. Hard Nova has no physical 
stats. Typically in games of this type, a 
character has a separate set of attributes 
representing strength, dexterity, constitu- 
tion, intelligence, and so on. TTiat is not 
the case here. 


The closest you come to that is with fit- 
ness (which determines how many hit 
points you get upon advancing a level), 
aptitude (which governs the number of 
skiil points you receive), and agiiity (how 
well you avoid being hit in combat). All 
other skills relate directly to doing some- 
thing, such as using weapons, piloting 
spacecraft, programming, and so on. 

This is an interesting approach, and 
something out of the ordinary. 

In fact, it’s a refreshing change not to 
have to go through a long, tiresome re- 
rolling process to create a viable charac- 
ter. Of course, this technique is not neces- 
sarily suitable for all types of CRTOs, but 
in the case of Hard Nova, it works quite 
well. 

One skill that didn’t seem of much use 
here was hand-to-hand combat. Your of>- 
ponents are armed with tough weapons 
and are best killed as quickly as possible 
from a distance; you don’t want to go run- 
ning up to them (which isn’t easy, 
anyway) to slice them with a knife. What 
you need to concentrate on at the start 
are firearms, fitness and aptitude; later 
you can work on special weapons, tac- 
tics, agility and various spaceship skills. 

The game begins with Nova (or Stark) 
on Mastassini, taking in some R&R. Nova 
has just had an unpleasant experience: 
her ship was destroyed by a freak 
meteor hit, killing everyone but herself 
and her Bremer navigator. The Starkillers 
have replaced the vessel, but it’s up to 
Nova to replace the crew. 

One recruit can be found aimost imme- 
diately in the bar; others wiil turn up as 
the game progresses. Some join wiilingly; 
others may have to be bribed or con- 
vinced, one way or another. All come 
with their own sets of skills, which can be 
increased as they gain experience. 

After you’ve fooied around enough on 
Mastassini and blasted off into space, 
you are recalled to Starkiller Head- 


quarters for your first assignment: retak- 
ing a hijacked Ciberan transport ship. 
Since this is not as easy as it might 
seem, you’ll want to build up some skills 
before you go running off to Ciberan. 
That’s where the robomaze comes in 
very handy. 

Unlike many games of this type, there 
are very few random encounters. Hence 
the robomaze, a good replacement for 
tedious random battles. For a fee, you 
enter an arena and fight against robots, 
while picking up little flags (bronze, silver 
or gold) which can be traded for cash at 
any weapons store. That’s important, 
since (a) the fee for the maze rises each 
additional time you go in and (b) you 
use up ammo pretty fast in there. 

The best part, though, is that you don’t 
die if your hitpoints go to zero or lower. 
You’re just "knocked out" and the team 
is removed from the maze, with whatever 
experience and flags they’ve managed to 
garner up to that point. You also learn 
how to handle yourself in combat general- 
ly. Nova (or Stark) is under your control, 
but your teammates (as they did in the 
previous game) fire at will at any avail- 
able targets. Unfortunately, while that 
aspect works out well, some parts of 
combat don’t. 

Targeting, in particular, is an aggrava- 
tion when there are many opponents on 
the screen. Whether you’re using a 
mouse or the keyboard, the oniy way to 
pick a target is to cycle through all avail- 
able enemies, one at a time. This would 
not be so bad, if only the targeting began 
near instead of far. However, invariably, 
the targeting begins with someone who is 
far away, and moves in slowly from 
there. Sometimes, it takes "forever" to 
light up someone nearby you can shoot 
at in the first place, and second, you’re 
often cycling so fast that it’s easy to hit 
the bar one time too many and find your- 
self starting ail over again at the other 
end of the screen. 
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The only other awkward part of the 
game is inventory handiing. Each charac- 
ter can individuaiiy hold "eight" objects 
(actually, five, as three slots are already 
taken up by armor, weapon and medical 
suit (an item for automatic healing when 
damage is taken). 

Since that's not much, there is also a 
generic "pool" that can hold twenty 
items. Anything picked up or bought 
goes into the pool, if there’s room. If not, 
you can’t buy it or pick it up. To get an 
item out of the pool, you choose a char- 
acter, go to that person’s inventory 
screen and type "P" to bring in the pool 
item. 

The pool itself is represented by a small 
window displaying the icon of the current 
pool item along with its name. If what 
you want to take isn’t displayed, you 
have to cycle through the objects one at 
a time; there is no way to scroll back and 
forth. 

To give an item to someone outside the 
party, the object must be in the pool win- 
dow, but you have to go to Nova’s per- 
sonal inventory screen for the command 
to transfer the item to the NPC. On the 
other hand, to use a special item, such 
as a magcard, it must be in Nova’s inven- 
tory, not the pool. 

This system can become very tedious, 
especially in the game’s latter stages 
when you’re running around with plenty 
of ammunition and special items. Then 
you have to do much shuffling around, 
dropping and picking up items. Fortunate- 
ly, items dropped do not disappear; they 
stay where they are and you can go 
back for them whenever you want. 

Space travel/combat is pretty much the 
same as it was in Sentinel Worlds, ex- 
cept for the addition of missiles that can 
be fired at distant targets. There is a 
large screen that shows your ship and 
the immediate area, plus a smaller 
screen to the right that encompasses 
most of the system you’re in. It’s the 
small screen you use to see which direc- 
tion to go to reach a planet, ship or star- 
gate (the stargates are the portals to 
other systems). 

Rghting in space is simple: target a 
ship, and turn on the lasers. Your vessel 
automatically fires at the target when it’s 
in range until you run out of energy, your 
lasers are too damaged to fire or the tar- 
get is destroyed or leaves the vicinity. 

For ships not in laser range, you activate 
a missile and hope it hits. Usually, one 
missile hit will take out the enemy vessel. 

If you’d rather not fight, or your ship is 
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taking too much damage, you can "step 
on the gas" and run away. Most enemies 
only pursue for a short time, then give 
up the chase. This tactic also works with 
enemy missiles; if you go fast enough, 
you can outrun them (a recommended 
tactic, since you can’t shoot down enemy 
missiles). 

An interesting feature is the use of "ship 
signatures." This allows your vessel to 
"disguise" itself as a different type of 
spacecraft. As you target different ships 
(you can always target something 
without shooting at it), your spacecom of- 
ficer analyzes the target’s signature. After 
a time (and with sufficient expertise), you 
can duplicate that signature. Of course, 
this only works at a distance. Once in 
visual range, the deception ends (since 
the signature is only a signal, and 
doesn’t change the shape of your 
spaceship). Still, this is useful at times, 
especially for passing through the Ariel 
system without paying a toll (you need 
an Ariel cruiser signature to do this). 

Aside from the robomaze, and selling 
excess equipment you don’t need, 
money (needed for the usual accoutre- 
ments and situations) is obtained by 
smuggling. You pick up a cargo at the 
Mastassini space station, take it to its des- 
tination and drop it off. The more the job 
pays, usually the more dangerous the 
mission (someone is likely to shoot at 
you). Since Ciberan and Ariel happen to 
be at war, the Ciberan runs pay the 
most, and getting past the Ariel ships 
can be a bit nerve-wracking at times. 

In between smuggling and robomaze 
workouts, other assignments from 
Starkiller will come your way. 
Ciberan/Ariel isn’t the only dispute going 
on. The Lantas are at each other’s 
throats over a philosophical difference. 
Strange things are happening at the 
Rouyn mining colony. Someone wants 
the dictator of Ariel assassinated so, from 
out of nowhere, alien invaders suddenly 


start flooding the system with warships. 

It’s just another fun day in the life of a 
Starkiller mere. 

The game is fairly linear, although 
some assignments overlap a bit, and 
there are times when you may have to 
drop what you’re doing to go do some- 
thing else. If you just take things as they 
come, and don’t get ahead of yourself, 
you won’t run into trouble. Events hap- 
pen mainly by "triggers" rather than the 
passage of time, so if your party comes 
up against a situation too tough to hand- 
le, back off, build up skills and try again. 

Conversation, especially Nova/Stark’s, 
is rather on the snappy, wiseguy side, 
and held via choices from a menu. The 
bars are inhabited by a variety of weird 
and wonderful (and a few not-so-wonder- 
ful) denizens. Some just provide local 
color and the opportunity to have "fun 
chats" (such as the Zero-L mere in the 
Mastassini bar); others are very impor- 
tant. Talking to everyone (who isn’t im- 
mediately hostile) is a must (not to men- 
tion an interesting experience, however 
you do it). 

So is checking out every area to ensure 
you don’t miss an important item, bit of 
information or neat weapon. Anything im- 
portant will always show up on the floor 
as a small orange square; you must step 
on it to take the object. 

Graphics are much improved over 
those in Sentinel Worlds. Gone are the 
agonizing movement system, the empty 
interiors and little green and red dots that 
represented people. Everything is now 
fully detailed, giving a better sense of 
being in a real place, and moving around 
is much faster. 

Overall then, except for the awkward in- 
ventory handling and combat targeting. 
Hard Nova is a pretty decent game, with 
some interesting touches and a good 
storyline. While not a long-term epic, it 
should keep you occupied for awhile. 

That’s it for this look into the crystal 
ball. In the meantime, if you need help 
with an adventure game, you can reach 
me in the following ways: 

On Delphi: Visit the GameSlG (under 
the Groups and Clubs menu). 

On GEnie: Stop by the Games Round- 
Table (type: Scorpia to reach the Games 
RT). 

By US Mail (enclose a self-addressed 
stamped envelope if you live in the 
United States): Scorpia, PO Box 338, 
Grade Station, New York, NY 10028. caw 

Copyright 1991 by Scorpia, alt rights reserved. 
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CHIPS & BITS • IBM & AMIGA GAMES 


IBM WARGAMES 

Action North Atlantio $28 
Action off River Plate $28 
Action Stations $32 

Am Civil War 1 , 2, or 3 $28 
Banzai $28 

Battle of Austerlitz $30 
Battle Tank Barbarosa $36 
Battle Tank Kursk $36 

Battles of Napoleon $34 

Battleship Bismark $28 

Blitzkrieg Ardennes $39 

Borodino $30 

Civil War $39 

Conflict in Vietnam $t2 
Decision at Gettysburg $32 
Fall Gelb $36 

Fifth Eskadra $36 

Fire Brigade $35 

Fleet Med $36 

Frontline $34 

German Raider Atlantis $28 
Gettysburg Turning Pnt $39 
Golan Front $36 


IBM STRATEGY 

Ancient Art of War $31 
Ancient Art War at Sea $31 
Archipelagos $28 

Armada 2525 $34 

Balance of Power 1990 $34 
Balance of the Planet $34 
Bandit Kings of China $40 
Black Gold $34 

Breach II $24 

Breach II Scenario Disk $15 


Castles 
Centurion 
Command HQ 
DRAGON Force 
Empire 

FireTeam 2200 
Genghis Khan 
Gold of the Americas 
Guns or Butter 
Hidden Agenda 
Imperium 
Liberty or Death 
Lost Patrol 


$39 

$34 

$36 

$34 

$33 

$34 

$39 

$12 

$34 

$39 

$28 

$45 

$34 





•TEST DRIVE III' from 
ACCOLADE is out and 
ready to blow the doors 
off any driving 
simulation on the 
market. The best roads: 
long tunnels, highways 
& side roads, mountain 
curves & ocean straight 
aways. Unmatched 
realism: snow, rain, 
night driving, headlights 
& wipers, instant replay 
and 360 chase car 
views. Expioration: 
backtracking, cross 
country, mulitple routes 
& secret tracks. $32 


Grand Fleet $36 

Grey Seas, Grey Skies $36 
Halls of Montezuma $ 1 2 
Harpoon $39 

Harpoon Set 2, 3 or 4 $22 
Harpoon Editor $28 

High Seas $33 

In Harms Way $36 

Kampfgruppe $39 

Kriegsmarine $36 

Kursk Campaign $36 
Long Lance $36 

Main Bttle Tank C Grm $36 
Main Bttle Tank N Grm $36 
Malta Storm $36 

Medieval Lords $39 

Midway $28 

Moscow Campaign $36 
Napoleon Russia 1812 $12 
North & South 
Northern Fleet 
Operation Overlord 
Pacific Storm 
Panzer Battles 
Patton V Rommel 
Prelude to Jutland 
Red Lightning 
Rommel at El Alamein 
Rommel at Gazala 
Rommel North Africa 
Rorke's Drift 
Second Front 
Shiloh:Grant's Trial 
Strike Fleet 
Stalingrad Campaign 
Storm Across Europe 


Nobunaga's Ambition 
Nuclear War 
Ogre 
Omega 
Overlord 
Populous 


I $39 
$34 
$19 
$34 
$28 
$32 


Populous Promise Land$14 
Project Moonbase $34 
Railroad Empire $34 
Railroad Tycoon $36 
Reach for the Stars III $12 
Revolution 76 $33 

Romance 3 Kingdom II $45 
Rules of Engagement $34 
SimCity $33 

SimCIty Graphics lor 2 $25 
SimCity Terrain Editor $15 
SimEarth $45 


IBM SIMULATION 

688 Attack Sub $24 

A10 Avenger $43 

AID Tank Killer $28 

ATP $39 

Abrams Battle Tank $ 1 9 
Armour Alley $28 

Battle Command $34 
Battlehawks 1 942 $24 

Blue Angels $33 

Blue Max:Aces WW I $29 
Cardinal of the Kremlin $34 
Cycles Grand Prix $28 
Das Boot Submarine $29 
Days of Thunder $34 
Echelon $39 

Elite Plus $34 

FI 4 Tomcat $34 

FI 5 Strike Eagle I $12 

F15 Strike Eagle II $34 

FI 6 Combat Pilot $34 
F1 9 Stealth Fighter $39 
F29 Retaliator $34 

F1 1 7A Stealth Fighter $45 
Falcon $34 

Falcon AT $39 

Falcon 3.0 $43 

Flight Simulator 4.0 $39 

Gun Boat $33 

Gunship $16 

Gunship 2000 $45 

Heatwave $28 

Hunt for Red October $22 
Hyperspeed $39 

Instnt Facilities Locator $28 
JET $33 

Jet Fighter 2.0 $42 

Knights of the Sky $36 
LHX Attack Chopper $39 
Life & Death 1 or 2 $34 

Lightspeed $36 

M1 Tank Platoon $39 
MegaFortress $39 

Mig 29 Fulcrum $39 

PHM Pegasus $ 7 

Power Boat Simulator $39 
Red Baron $34 

Red Storm Rising $31 
Renegade Legion $39 
Rapcon $34 

Sailing Instrctr Mstr Dsk$19 
Sailing Disk 1 - 8 Ea. $34 
Sailing Simulator $39 
Sands of Fire $31 

Scenery Disk 1 - 6 Ea. $19 
Scenery Disk 7-12 Ea.$22 
Scenery Disk Hawaii $22 
Scenery Disk Japan $22 
Scenery Disk San Fran $22 
Scenery Disk W Europe$22 
Secret Weapon Luftwaff$39 
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IBM SIMULATION 

Stunts $34 

Tank $34 

Team Yankee $39 

Test Drive II $30 

Test Drive II Data Disks$15 
Test Drive III $32 

Roads Car Disk $19 


•COVERT ACTION' 
from MICROPROSE is 
a game of internatinal 
espionage. Infiltrate 
enemy buildings, place 
wiretaps, decode secret 
messages, plant bugs, 
stake out suspects, 
recruit double agents, 
recover stolen goods 
and rescue hostages. 
Put it all together to 
stop terrorism and end 
the drug problem. An 
unlimited number of 
cases lead you to the 
ultimate capture of 21 
masterminds. $34 



Their Finest Hour $39 
Tracon II $45 

Vette $33 

Wing Commander $43 
Mission Disk 1 or 2 $22 

Wing Commander 2 $45 

Wings $34 

Wolfpack $34 

Yeager's AFT 2.0 $19 

IBM SPORTS 

3D Pool $25 

4th & Inches $15 

4th & Inches Teams $10 
APBA Baseball $28 

APBA GM Disk $31 

APBA Innovator $34 
APBA Stat Master $39 
APBA Wizard $31 

APBA 1908- 88 Ea $21 
APBA 1989- 90 Ea $19 
Basketball Challenge $28 
Bball Ch. 1987-88 Ea$13 
Bball Ch. 1989-90 Ea$17 
Bo Jackson Baseball $34 
Downhill Challenge $21 
Face Off $31 

Fast Break $ 1 7 

Ferrari Formula 1 $16 

Grand Prix Circuit $17 
Gretsky Hockey $36 
Gretsky League $28 
Hardball II $28 

Hat Trick $21 

Indianapolis 500 $34 

International Hockey $17 
Jordan V Bird $18 

Lakers v Celtics $34 
LH 3 in 1 Football $30 
LH Boxing $32 

LH College Basketball $30 
LH Full Count Baseball $30 
LH Hockey $32 

LH Pro Basketball $30 
Links Golf $39 

Madden Football $34 
Madden Team Disk 89 $19 
Mario Andretti Racing $34 
Mean 18 $30 

Mean 18 Disk 2 $15 

Mean 1 8 Disk 5 & 6 $25 

Microleague Baseball $28 


IBM SPORTS 

Microleague Basketball $28 
ML Personal Pro Golf $28 
ML Wrestling 1990 $28 

Microleague Football $28 
MSFL Proleague Ftball $34 
MSFL Pro Draft $28 

NFL Challenge $60 

'UMS ll:NATIONS AT 
WAR' by MICROPLAY 
is a sophisticated 
wargame construction 
kit. Global In scope 
UMS II gives you 127 
nations 525 provinces & 
32000 military units. 
Four levels of command 
are integrated with four 
levels of visual zoom to 
give you the entire 
I planet down to 8 mile 
squares. The optional 
fi planet editor allows you 
to design entirely new 
worlds. Three scenarios 
are included. $36 

NFL 1985- 1987 Ea $15 

NFL 1988- 1990 Ea $22 

NFL All Star Teams $22 

NFL College Alumni $22 

NFL Dream Teams $20 

NFL Greatest Teams $22 

NFL Pre Season '90 $22 

NFL Roster Editor $20 

NFL Situation Editor $20 

NFL Proleague Football$49 
Nicklaus Unlimited Golf $39 
NG Course 1 , 2, 3 or 4 $ 1 5 
Omni Basketball $34 


Omni Horse Racing $34 
PGA Tour Golf $34 

Pro Tennis Tour II $34 
Rack'em $28 

Reel Fish'n $34 

Ski or Die $28 

Superstar Basketball $24 
Superstar Ice Hockey $28 
Superstar Soccer $22 
Tennis Cup $34 

TKO $28 

TV Sports Baseball $34 
TV Sports Basketball $34 
TV Sports Football $34 
W C Leader Board Golf $35 
W C Courses 1 , 2, or 3 $ 1 5 
Weaver Baseball 1.5 $28 

Weaver Commissioner $16 
Weaver 1988 -1990 Ea$16 

IBM HARDWARE 


IBM AD & D 

Champions of Krynn $32 

Curse of Azure Bonds $32 

Death Knights of Krynn $32 

Dragon Strike $32 

Dragons of Flame $ 1 2 

Eye of the Beholder $32 

Heroes of the Lance $ 1 2 

Pool of Radiance $32 

Secret of Silver Blades $32 

War of the Lance $32 

IBM ROLE PLAYING 

Autoduel $28 

Bad Blood $31 

Bard's Tale I $16 

Bard's Tale II $19 

Bard's Tale III $32 

Battletech I $34 

Battletech II $34 

Buck Rogers $34 

Drakkhen $39 

Dragon Lord $34 

Dragon Wars $34 

Escape from Hell $34 

Federation $34 

Fountain of Dreams $34 

Hard Nova $34 

Hero's Quest 1 or 2 $34 

Keef the Thief $ 1 6 

King's Bounty $34 

Knights of Legend $34 

Legacy of the Ancients $ 7 
Lord of the Rings 1 $36 

Magic Candle I 
Magic Candle II 
Martian Dreams 
Mechwarrior 
Megatraveller 1 
Megatraveller 2 



$34 
$39 
$39 
$33 
$34 
$39 

NFL CHALLENGE 
from XOR CORP is the 
most realistio football 
game ever created for 
computers. Designed 
for head to head or 
human vs computer 
play, you call the plays 
and the computer 
displays the outcome. 
Features all 28 NFL 
teams, three oomputer 
ooaches, player stats, 
fumbles, interceptions, 
injuries, substitutions, 
penalties, and animated 
play action with instant 
replay. $60 

Might & Magic I $19 

Might & Magic II $33 

Phantasie III $12 

Pirates $ 1 6 

Prophecy I $ 1 9 

Questron II $12 

Sentinal Worlds $ 1 8 

Space 1889 $31 

Spirit of Excaliber $34 

Star Command $12 

Star Saga I or II $34 

Starflight I $ 1 9 

Starflight II $34 

Sword of the Samurai $ 1 9 
Tangled Tales $21 

Times of Lore $28 

Tunnels & Trolls $34 

Twilight 2000 $39 

Ultima Savage Empire $39 
Ultima T rilogy, 4, or 5 $39 
Ultima 6 


To The Rhine 

$36 

Star Control 

$29 

Sherman M4 

$34 

ML WSeries Decades 

$17 

Ad Lib Sound Card 

$99 

Ultima 7 

$45 

Typhoon of Steel 

$39 

Starfleet I 

$34 

Silent Service I 

$12 

ML 1982 - 1990 Ea 

$17 

Flight Stick 

$49 

Wasteland 

$16 

Under the Ice 

$30 

Starfleet II 

$41 

Silent Service II 

$36 

ML All Stars 

$17 

Flight Stick with Falcon $59 

Wizardry Cosmic Forge $39 

UMS II: Nations at War 

$36 

Stellar Crusade 

$12 

Steel Thunder 

$17 

ML Franchise Disks Ea $20 

Mach 1 Joystick 

$19 

Wizardry Trilogy 

$34 

War Game Cnstrctn 

$12 

Sword of Aragon 

$28 

Stormovik 

$34 

ML Box Score Stats 

$20 

Mach 1 -r Joystick 

$29 

Wizardry 4 

$19 

Waterloo 

$39 

Warlords 

$34 

Strike Aces 

$32 

ML General Manager 

$25 

Mach 3 Joystick 

$39 

Wizardry 5 

$34 

White Death 

$33 

Worlds at War 

$30 

Stunt Driver 

$32 

ML Roster Security 

$20 

Sound Blaster 

$159 

Xenomorph 

$34 


FOR LESS • CALL 800 - 753 - GAME 


Amarillo Slim Poker 

$34 

Airborne Ranger 

$15 

Altered Destiny 

$34 

Battlechess EGA 

$31 

Amazing Spiderman 

$25 

Arthur Quest Excaliber $28 

Battlechess VGA 

$34 

Arachnaphobia 

$28 

B.A.T. 

$34 

Battlechess II 

$34 

Back to the Future II 

$34 

Chmbr Sci Mutnt Prstss$34 

Chessmaster2100 

$34 

Batman 

$28 

Circuit's Edge 

$28 

Clue Master Detective 

$28 

Batman The Movie 

$39 

Code Name: Iceman 

$34 

Cribbage King/Gin King $19 

Billy the Kid 

$28 

Colonel's Bequest 

$34 

Crossword Magic 

$34 

Blockbuster 

$25 

Conquests of Camelot 

$34 

Edwrd 0 Thrp BIck Jck 

$34 

Blockout 

$28 

Countdown 

$39 

Family Crosswords 

$28 

Blood Money 

$28 

Covert Action 

$36 

Family Feud 

$13 

Bruce Lee Lives 

$28 

Crime Wave 

$39 

Games People Play 

$34 

Budokan 

$34 

David Wolf:Scrt Agnt 

$15 

Grand Slam Bridge 

$24 

Dark Century 

$31 

Die Hard 

$28 

Hollywood Squares 

$15 

Day of the Viper 

$33 

Don't Go Alone 

$28 

Hoyle's Games 1 or 2 

$21 

Dr Doom's Revenge 

$25 

Earthrise 

$34 

Ishido 

$36 

Dragon's Lair 1 or 2 

$45 

Elvira 

$34 

Jeopardy Silver Edition 

$15 

Faces Tetris III 

$28 

Fool's Errand 

$34 

Jones in the Fast Lane 

$25 

F40 Pursuit 

$31 

Future Wars 

$28 

Lexicross 

$28 

Fire Power 

$24 

Gold Rush 

$25 

Living Jigsaws 

$28 

Ghostbusters II 

$28 

Heart of China 

$39 

Monopoly 

$28 

Grave Yardage 

$25 

Hobbit 

$25 


IBM ADVENTURE 

Uninvited 
Universe i, II, or III 
War in Middle Earth 


AMIGA ROLE PLAYING 


AMIGA STRATEGY 



TIGLON'S DECISION 
AT GETTYSBURG' 

gives you command of 
either army at the 
turning point of the 
American Civil War. 
Features include real 
time play, historical 
accuracy, hidden or 
revealed movement 
and 147 square miles 
of detailed VGA maps. 
The simulation allows 
you to combine units, 
create new smaller 
units, transfer men or 
supplies and send out 
patrols. $32 


Hostage 

Hound of Shadow 
Indy Jones Lst Crsade 


$28 

$28 

$24 


It Came from the Desert$34 



$28 

Autoduel 

$28 

Breach II 

$24 

$34 

Bard's Tale 1 

$18 

Breach II Scenario Disk$15 

$34 

Bard's Tale II 

$42 

DRAGQN Force 

$34 

?$30 

Battletech 

$34 

Empire 

$33 

$30 

Bloodwych 

$34 

Genghis Khan 

$39 

$27 

Buck Rogers 

$34 

Imperium 

$28 


WORLDS AT WAR' by 
Lyric Software is a 
game of naval combat 
on a galactic scale. 
Simple in concept, you 
can play the tactical 
study for an hour; or the 
campaign game for a 
weekend. Features 
include random map 
generation, hidden 
movemnet, design your 
own task forces, 
capture palnets to build 
more units. CGW said 
"...like EMPIRE, what 
this game has is play- 
value". $30 


Nobunaga's Ambition $39 


Nuclear War 
Populous 
Powermonger 
Reach for the Stars 


$34 

$34 

$34 

$29 


Romance 3 Kingdoms $45 


SimCity 
Sword of Aragon 


$33 

$28 


AMIGA WARGAMES 

Battle Tank Barbarosa $36 
Blitzkrieg 1 MB $38 

Gettysburg:Turn Point $39 


Harpoon 
Harpoon Set 2 or 3 
Harpoon Editor 
Kampfgruppe 
Kursk Campaign 


$39 

$22 

$28 

$39 

$36 


James Bond Stealth 

$34 

Where Time Carmen? 

$30 

Captive 

$34 

Main Battle Tank 

$36 

Joan of Arc 

$31 

William Tell 

$28 

Champions of Krynn 

$34 

Malta Storm 

$36 

Journey 

$34 

Wonderland 

$39 

Curse of Azure Bonds 

$34 

Moscow Campaign 

$36 

King's Quest 1 ,2,3 or 4 

$34 

Zak McKracken 

$16 

Dragon Lord 

$34 

North & South 

$31 

King's Quest 5 

$39 

Zork Zero 

$38 

Drakkhen 

$39 

Qperation Qverlord 

$36 

Kristal 

$34 



Dungeon Master 1 or 2 

$28 

Qverrun 

$39 

Leisure Suit Larry 1 

$28 

AMIGA ADVENTURE 

Federation 

$34 

Red Lightning 

$39 

Leisure Suit Larry 2 or 3$34 

Arthur Quest Excaliber 

$34 

Fool's Errand 

$34 

Rommel at Gazala 

$36 

Loom 

$39 

BAT 

$34 

Hound of Shadow 

$28 

Second Front 

$34 

Manhunter NY or SF 

$28 

Blood Relatives 

$34 

Immortal 

$34 

Storm Across Europe 

$39 

Maniac Mansion 

$16 

Chronoquest 1 or II 

$34 

Lords of the Rising Sun 

$30 

To the Rhine 

$36 

Mean Streets 

$38 

Code Nameilceman 

$38 

Might & Magic II 

$41 

Typhoon of Steel 

$39 


Penthouse Jigsaw $28 

Price is Right $15 

Puzzle Gallery I $28 

Puzzle Gallery II $34 

Risk $28 

Sargon IV $34 

Scrabble $28 

Scruples $28 

Shanghai $15 

Shanghai II $34 

Sorry $ 1 5 

Solitaire Royale $24 

Spot $28 

Stratego $31 

Strip Poker III $34 

Strp Pkr Data 1,2,3,or 4$19 
Trivial Pursuit $28 

Trump Castle $25 

Vegas Casino I or II $10 

Wheel of Fortune Gold $15 


Harmony 

Indy Jones Lst Crsade 

Lemmings 

Loopz 

Low Blow 

Marble Madness 

Nevermind 

Night Hunter 

Night Shift 

Oil's Well 

Pipe Dream 

Power Drift 

Powerdrome 

Punisher 

Qix 

Space Ace 
Starglider II 
Stellar 7 


$31 

$19 

$34 

$28 

$28 

$16 

$25 

$25 

$28 

$25 

$19 

$25 

$28 

$25 

$25 

$39 

$31 

$21 


Monty Python 
Murder Club 
Neuromancer 
Night Hunter 
Oregon Trail 
Planet of Lust 
Police Questi or 21 
Rise of the Dragon 
Rocket Ranger 
SDI 

Search for the King 
Secret Monkey Island 
Seven Spirits of Ra 


$39 

$28 

$31 

$25 

$28 

$29 

$34 

$34 

$19 

$15 

$38 

$39 

$17 


Colonel's Bequest $38 

Conquests of Camelot $38 
Future Wars $34 

Indy Jones Adventure $35 
It Came from Desert I $34 
ItCamefromDesertll $18 
King's Quest l,ll,lll,IV $34 
Leisure Suit Larry 2 or 3$34 


Loom 


$41 


Sex Vixens from Space $28 


HINT BOOKS 

688 Attack Sub 


$10 


Bard's Tale I, II, or III $10 
Buck Rogers $10 

Champions of Krynn $ 1 0 
Curse of Azure Bonds $ 1 0 
Dragon Wars $ 1 0 

Drakkhen $ 1 0 

Fool's Errand $ 1 0 

Indy Jones Lst Crsade $ 1 0 


Maniac Mansion 
Might & Magic I 
Might & Magic II 
Neuromancer 


$10 

$10 

$10 

$10 



Shadowgate 
Shadows of Mordor 
Shogun 
Sinbad 

Space Quest 1 or 2 
Space Quest 3 
Space Quest 4 


$31 

$28 

$40 

$15 

$28 

$34 

$39 


'DAS BOOT' from 

THREESIXTY PACIFIC 

is based on the 
experiences of Peter 
Cramer a surviving 
U-Boat Captain. It 
captivates the player 
with a visual panaroma 
unlike any other seen in 
submarine simulation. 
Sound board support, 
historical missions, and 
256 color VGA graphics 
combine with multiple 
camera views and 
instant replay to make 


Manhunter NY or SF $33 
Neuromancer $31 

Night Hunter $28 

Police Quest I or II $34 
Sci Mutant Priestess $31 
Search for the King $41 
Space Quest I or II $34 
Space Quest III $37 

Star Trek V $34 

War in Middle Earth $34 
Where Europe Carmen?$34 
Where USA Carmen? $34 
Where World Carmen? $31 

AMIGA SIMULATION 

688 Attack Sub $34 

A10 Tank Killer $33 

Battle Command $34 
Blue Max:Aces WW I $34 
Cycles Grand Prix $34 
Days of Thunder $34 
Dragon Strike $34 

FI 6 Combat Pilot $34 

FI 9 Stealth Fighter $39 

F29 Retaliator $34 

FA1 8 Interceptor $18 



'WARLORDS' from 
STARTEGIC STUDIES 
GROUP is a huge eight 
player strategy game of 
empires and armies, 
castles and heroes, 
monsters and dragons. 
Capture cities to 
increase production. 
Use your heroes to 
form alliances. Improve 
castles and garrison 
troops to defend your 
empire. Lay siege to 
your enemies' castles 
to destroy his armies. 
Ambush his heroes to 
destroy leadership. $34 


Pirates $31 

Pool of Radiance $34 

Space Rogue $34 

Spirit of Excaliber $34 

Starflight I $34 

Tusker $34 

Ultima IV $41 

Universe III $34 

Xenomorph $34 

AMIGA ACTION / ARCADE 


Falcon 


$34 


Falcon Mission Disk $18 


Gunship 


$34 


Aquanaut 

Batman 

Battlehawks 1 942 
Budokan 
Day of the Viper 
Dragon's Lair I or II 
Dragons of Flame 
Harmony 


$28 

$34 

$34 

$28 

$33 

$41 

$28 

$34 


Pool of Radiance 

$10 


HI 

HI 

1 simulation. 

$29 

Heatwave 

$28 

Heroes of the Lance 

$28 

Puzzle Gallery 1 

$10 






1 Hunt for Red Qctober 

$22 

Loopz 

$34 

Quest for Clues 1 ,2 or3 $19 

Teenage Mtnt Nnja Till $28 

Spellcasting 101 

$34 

Ml Tank Platoon 

$39 

Magic Fly 

$28 

Secret of Silver Blades $ 1 0 

Tetris 

$24 

Startrek 3 or 4 

$28 

Silent Service 1 

$15 

Marble Madness 

$18 

Sentinal Worlds 

$10 

Terrorpods 

$28 

Startrek V 

$33 

Test Drive II 

$30 

Nevermind 

$26 

SIERRA HINT BQQKS $ 9 

Untouchables 

$28 

Startrek:Nxt Generation $34 

CA or Euro Challenge 

$15 

Pipe Dream 

$28 

Starflight 1 

$10 

Vaxine 

$28 

Street Rod 1 or 2 

$28 

Muscle or Super Cars 

$15 

Projectyle 

$28 

Starflight II 

$10 

Welltris Tetris II 

$24 

Third Courier 

$34 

Red Storm Rising 

$30 

Puffy's Saga 

$25 

Ultima IV, V, or VI 

$10 

X Men 1 or II 

$25 

Three Stooges 

$19 

TIteir Finest Hour 

$39 

Shadow of the Beast 

$29 

Wasteland 

$10 

Zany Golf 

$16 

Time Quest 

$39 

Wings 

$34 

Shadow of the Beast II 

$39 

Zak McKracken 

$10 

Zoom 

$22 

Total Eclipse 

$28 

Yeager's AFT 2.0 

$28 

Treasure Trap 

$28 


$39 
$39 
$39 

AMIGA SPORTS 

Gretsky Hockey $36 
Gretsky League $28 
Harball II $28 

Omni Basketball $34 
Omni Horse Racing $34 
TV Sports Basketball $34 
TV Sports Football $34 

CHIPS & BITS 

POBox 234 
Rochester VT 
05767 

Circle Reader Service #20 
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Visa & MC accepted, CODs $4 
UPS $3.5 / order 
UPS 2 Day Air $6 / order 
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Air Mail to Canada $6 / order 
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$1 0/order 
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WWI Air Combat Simulation ^ 


ake control of one of eight classic W1 fighters 
and find out how good you really are. Fly with 

the best— Richthofen, Fonck, Mannock, Ricken- \ 

bacher— and learn their tricks and techniques. j 

• Action dogfight, solo, and team missions for one or two ployers 
using a single computer with any combination of keyboard, 
joystick, or mouse. 

• Strategy Dogfight: For the skilled purist. Blue Max acts like a 
highly-intelligent strategic board game, allowing you and your 
opponent to work out detailed battle sequences and ploy back 
the moves in "realtime” 3D. 

• 8 airplones to choose from, each with its own highly-detailed 
flying characteristics. 

• Perform missions with, as, or ogainst the Aces of the Great War. 

• Dozens of historical missions around 4 different locotions within 
France. 


» f^SiVpe 
rieu iif t'ltem? 
aircrflfl 


■ inter, 1941. The icy waters of the North Adan- 
■ tic. The deeper you dive, the greater the preS' 
e. Depth charges explode around you, banging on 
me hull of your U-boat like iron fists. Nerv'e and 

cunning make you the terror of the Allied convoys. 

• 3D submarine warfare: For the first time, a sub warfore game lets 
you deol with threats below anJ above the surface in a true three 
dimensional environment. 

• Real communications: Use the German Enigma coding machine to 
send and receive information. 

• Many missions to choose from — into the North Atlantic and Arctic, 
inland along the coast of Norway, into the Bay of Biscay, and 
through the Straits of Gibraher. 

• 3 different levels of difficulty, from beginner to realistic. 

• 3D graphics in 256 VGA colors, with multiple internal om/ external 
camera views in a complete 3D world. 

Circle Reader Service #5 / 









Designer*s Notes 


H ere are some of the 
latest notes compiled 
by the folks at Ozark 
Softscape, the people who 
designed Command HQ. 

Latest Readme Notes 

Dated December 10, 1990, 
here are the latest notes to add to the Sep- 
tember 27, 1 990 (initial release) version of 
Command HQ. 

Corrections: 

1) The solo opponent "SOT STAN STILL" 
is the same as "no solo opponent." 

2) In the Control Summary Card, the key 
"CTRL-ALT-Q" is assigned the function 
"Change Rim to Game." This is true only 
when pressed during a film. If pressed 
during a solo game, the solo opponent is 
replaced with the next stronger opponent or 
reset to "SQT STAN STILL." Thus, players 
can adjust the strength of the solo op- 
ponent during play. 

Additional Notes: 

Port Conflicts: Since Command HQ 
uses both mouse and modem in very in- 
timate ways, it may uncover port conflicts 
heretofore unknown. Anyone having mouse 
problems that happens to be using a Micro- 
soft driver 6.0 or higher (or 100% compat- 
ible) may find that there is a port assign- 
ment problem. Make sure there are no 
extra serial ports or that no two of them are 
assigned the same number. (Port assign- 
ment problems can also cause the modem 
to fail to initialize). 

Connect Problems: If the modem works 
in most cases but there is a problem in con- 
necting with a particular opponent, try 
making the opposite connection (the dialer 
modem becomes the answer modem). If it 
still doesn’t work, use another communica- 
tion program (like Procomm) to make the 
connection first (use 1200 baud, 8 data 
bits, no parity). Then, exit the communica- 
tion program without dropping the connec- 
tion. Now, it is possible to start CHQ as 
though it were being played through a 
direct serial connection. 

Model Constraints: Under certain 
methods of play, players have hit what 
were supposed to be "invisible" limits. The 
designers never expected players to regular- 
ly bump against these constraints — but, for 
the record, there is only enough memory al- 
located for: 100 total units (troops and 
ships); 30 total planes; andlO total satel- 
lites. If the message "too many units" ap- 
pears, it means the limit has been hit and it 
is time Ifo stop building and start fighting. 

Recovering With Only One 
Side’s Saved Game 

For discussion, let’s assume a player is un- 
able to save a game that was disrupted for 
some reason, but his/her opponent did 
manage to save it. It is still possible to 
resume that game by following these steps: 

1) Tell the opponent he/she can find the 
saved game in the \HQ\SAVE directory. It 
has the name CHQ-nn.SQ where "nn" usual- 
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ly corresponds with the order in which 
games are listed in the save/resume game 
directory. Use this number or the date and 
time to pick which file seems to be the cor- 
rect one. (For further confirmation, load the 
file Into a text editor and, amidst all the 
weird characters, the saved game’s name 
should show up — actually. It begins at the 
6th byte and ends at the 25th). 

2) Next, have the opponent send the 
saved game file using a file transfer pro- 
gram like ProComm or BitComm (the 
sender "uploads" and the receiver 
"downloads" the file). 

3) Then, rename the file to a name that is 
not the same as any other file in the 
\HQ\SAVE subdirectory ("CHQ-99.SO" 
would probably work). Copy the renamed 
file into the \HQ\SAVE subdirectory. 

4) Finally, start Command HQ and select 
RESUME SAVED GAME. Pick the file 
received from the opponent. Although it will 
be for the "wrong" side, one simply has to 
press CTRL-ALT-W to flip sides (back to the 
"right" side) when CONNECT OPTIONS is 
offered. Then, play normally. 

Custom Unit Layouts 

These notes explain how to do some 
fancy fooling around with the 1986 scenar- 
io. The default layouts for this scenario can 
be modified by using the LAYOUT ARMIES 
main option. This is true of both the solo 
and human sides of these wars. 

1) The first step to modifying the initial 
layouts is to convert them into files that 
"LAYOUT ARMIES" will recognize. Copy the 
existing layouts to the \HQ\SAVE directory 
with this DOS command — "COPY 
\HQ\?QLAYOUT.2?? \HQ\SAVE" (the ques- 
tion marks must be filled in with informa- 
tion and are explained below). Next, the 
scenario designer can simply change the 
default directory to where the files were just 
copied ("CD \HQ\SAVE") and rename the 
files individually, as explained below. 

The format for the files used as initial 
layouts for the scenarios is as follows: 
HQLAYOUT files are the human layouts 
and SQLAYOUT files are the solo layouts. 
The first digit of the extension name is the 
scenario ID (0=1918, 1=1942, 2=1986); the 
second digit is the "side" ID (0=blue, l=red); 
the last digit is always 0. 

The format for the files recognized by 
"Lj^YOUT ARMIES" is as follows: CHQ- 
nn.BLO are "Blue LayOuts;" CHQ-nn.RLO 
are "Red LayOuts;" the digits "nn" are uni- 
que ID numbers and need not be sequen- 
tial since files are listed in Command HQ 
directories in "directory order" and not in 
"numeric order." For example, to make the 
solo 1986 red layout accessible to LAYOUT 
ARMIES use this DOS command — "REN 
SQLAYOUT.210 CHQ-01 .RLO". 


2) Modify the layouts using 
the LAYOUT ARMIES main op- 
tion in Command HQ, being 
sure to select CUSTOM as the 
type of layout. LAYOUT AR- 
MIES works like the "cold 
war" or "cease fire" in the 
1986 scenario except that the 
player cannot give foreign aid or flip sides 
(since each side is laid out individually). 

One can use the special cheat key, CTRL- 
ALT-M, to give more money (or less money 
by "wrapping" past 150 billion) and the 
CTRL-ALT-K key to "kill" any unit currently 
"selected" (click on a unit to "select" it and 
press CTRL-ALT-K to "kill" it). Give initial at- 
tack plans to units by "double-clicking" on 
a unit and then setting its destination. 

3) Rename the files and copy them back 
to the \HQ directory. The game wili now 
use them as the default layouts. Use the for- 
mats given above. (It is possible to com- 
bine "rename" and "copy" by giving the des- 
tination file a new name. For Instance, to up>- 
date the solo 1 986 red layout that was 
renamed in the above example, type — 
"COPY \HQ\SAVE\CHQ-01 .RLO 
\HQ\SQLAYOUT.210"). 

Warning: Modifying the HQLAYOUT.nnn 
files means that it will be impossible to play 
against human opponents until either the 
modified files are presented to one’s op- 
ponent or the original files are restored to 
their previous state (by re-copying them 
from the original floppy). 

Special Note: Although it is theoretically 
possible to revise the default layouts for the 
1918 and 1942 scenarios, it isn’t recom- 
mended since the cities, oilfields and their 
ownership will be initially set for the 1986 
scenario (which can cause some 
problems). However, if a player really wants 
to do some fancy footwork, it is possible to 
start a game with "STAN STILL" as the op- 
ponent, set the speed to 0, and use CTRL- 
ALT-M, CTRL-ALT-K and CTRL-ALT-W keys 
to set up both sides. Set the speed back up 
to make cities available, advance units and 
"change the borders" however desired. 

When satisfied, press ALT-S to save the 
game. Finally, when resuming this game, it 
is only necessary to press CTRL-ALT-G to 
"toggle" through the opponents to the level 
desired. (To make a two-player game, press 
CTRL-ALT-H while watching a film and use 
the notes in the previous section of this ar- 
ticle to send the game to your opponent). 

Latest Version Available 

The latest version of Command HQ 
("[V2]") js currently available directly from 
Microprose. This version has fixed a 
couple of minor bugs, and greatly enhan- 
ces the artificial intelligence during solo 
play. The MARS GOD OF WAR opponent 
has been particularly strengthened to be 
more aggressive. To receive this latest ver- 
sion, players should send their original flop- 
py disks directly to: 

Microprose 

Attention: Customer Service 
180 Lakefront Drive 
Hunt Valley, MD 21030 
and request the game’s latest version, ecw 
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Opponents Wanted 


T hose wishing to place their 

own (free) ad need only send 
us a F>ostcard (or use the 
Notes section of the RID 
card), letter, fax, E-Mail, etc. 

The ads themselves should 
serve as reasonable ex- 
amples as to how to write 
your own. However, 

# Include a brief description 
of the types of opponents 
and games you are Inter- 
ested in playing. Games 
being played other than 
"direct by modem" can be 
listed (trading save game 
disks, meeting on a BBS ser- 
vice or even face-to-face). 

# At least one (possibly 
more) telephone number(s) 
must be included. Do not for- 
get the area code and men- 
tion whether they are Home, 

Work or Modem numbers. 

# Include your city and 

state so that people who call you will have both: 
a) a clue as to what time zone you are in, and b) 
recognize it when they see it on their phone bill. 

We reserve the right to edit all Opponents 
Wanted ads to our standards of taste. 

Networks 

Microprose CHQ tourney: (301) 771-1151. 
Attention CompuServe users — Check out the 


Reach Out & Crush Someone 



Modem Games Forum for 
forums, roundtables and tour- 
naments. Contact ’Turk" at 
CompuServe address: 

76576, 123Z 

For a good dogfight, you 
jet aces should contact Mike 
"moondawg” Weksler at 
CompuServe address: 
76675,2207. 

By Area Code 

Seeking COMMAND HQ 
players in Southern Califor- 
nia area. Call Alan Emrich at 
Home; (213) 420-7800 
(Long ^ach, CA). Be care- 
ful, I’m uery experienced at 
this game! 

Opponents wanted for 
COMMAND HQ, KNIGHTS OF THE SKY, 

MODEM WARS or FIRETEAM 2200. Silicon Val- 
ley area preferred (415, 408). Contact Jim Gar- 
rett at Home: (408) 248-3568 (Santa Clara, CA). 

Seeking opponents for modem play of COM- 
MAND HQ, F-16, KNIGHTS OF THE SKY and 
FALCON AT. Call Giacomo Cusumano at Home: 
(517) 265-2731 (Adrian, Ml) or Work: (517) 423- 
7980. 

Modem opponents wanted for COMMAND HQ. 


1070. 


Also have an Amiga for TOPULOOS 
or POWERMONGER. Area code 612 
preferred. Available evenings and/or 
weekends. Leo Timmons, Home: 
(612) 727-1264, Work; (612) 726- 


Experienced sub captain/flightleader seeks any 
opponent for 688 ATTACK SGB, POPGLOGS or 
HEUCOPTER SIMGUVTOR in 703, 202 or 301 
area codes. Call me first at Home: (703) 491- 
9360 (Woodbridge, VA, ask for Sab). Also on 
Prodigy at; HVBR27A; PC-Unk: Sab3. 

Serious computer wargamer seeks opponents 
for 688 or EMHRE. Also willing to consider on- 
line multi-player strategy games. Prefer S.E. 
players to reduce phone charges. Can be reached 
at (704) 294-2387, CompuServe; 76517,1 162 or 
MCI Mail: PNielsen/PCWeek. 

Opponents Wanted for play by modem of 
KNIGHTS OF THE SKY. Contact Greg Van Meter 
at Home: (713) 977-4334 (Houston, TX) to ar- 
range a playing time. 

Veteran MODEM WARS player seeks new 
blood, er, players. I’ve played over 500 games 
and will even share some strategies and tips. I 
prefer to play the Full War scenario, but am 
flexible. Long distance callers welcome, as long 
as we split the phone bill. Contact Marc Dultz at 
Home: (718) 465-3292 after 9 PM, or E-Mail me 
on Quantum Link; MarcD. PS, bring a fire extin- 
guisher for your ComCen! 

COMMAND HQ opponent sought in 815 area 
code. Call Dennis at (815) 544-7034 (Crystal 
Lake, IL). MW 




Joppa Computer Products 

(800)876-6040 (Orders) / (301)676-1948 (Info) 
(301)676-2989 (FAXed Orders Deduct $2.00) 


m 


IBM Compatible Entertainment Software 


688 Alack Sub 

19 

Railroad Tychoon 

35 

Specials (Limit Qty) 

A-10 Tank Killer 

29 

Red Baron 

35 

Airborne Ranger 

16 

Air Strike USA 

26 

Renegade Legion 

37 

DM Assist Vol. #2 

9 

Bards Tale 3 

31 

Savage Empire 

35 

Dragons of Flame 

11 

Das Boot 

31 

Second Front 

37 

F-1 5 Strikeagle 

9 

DRAGON Force 

31 

S/W of Luftwaffe 

37 

Gunship 

15 

F-15 Strikeagle 2 

32 

Silent Service 2 

35 

Heroes of Lance 

11 

F-1 9 Stealth 

41 

Sim City 

29 

Phantasie 3 

9 

Harpoon 

37 

Sim Earth 

41 

Pirates 

15 

Harpoon 2 or 3 

21 

Star Saga 1 or 2 

31 

Questron 2 

9 

Imperium 

26 

Stormovik 

31 

Red Lightning 

14 

Kings Ouest5 

41 

Their Finest Hour 

37 

Shiloh 

9 

Knights of the Sky 

35 

Tunnels & Trolls 

31 

Silent Service 

9 

Lights peed 

35 

Ultima 6 

41 

Star Command 

11 

Ml Tank Platoon 

41 

UMS 2: B/Nations 

35 

Stellar Crusade 

12 

MegaFortress 

37 

War of the Lance 

31 

Sword of Samurai 

16 

Populous 

31 

Wing Commander 41 

Wargame Constr. 

9 


2400 External Modem w/9600 SendFAX $109.00 






PO Box 226 / Joppa, MD 21085 



Shipping: add $4.00; 2nd Day Air add $6.00. COD orders add 
$4.25. APO & Overseas charged minimum $6.00. Orders less than 
$20 add $2.00. ALL software sales are final, defectives replaced 
with same. NO additional charges for VISA & MC orders. 

We also stock a large selection of Atari ST Software. 
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GAME STREET USA 

P.O. Box 663, 

County Road 58, 

Elgin, Texas 78621, 
Phone: (512)-285-5428 
Fax: (512)-285-5028 

BBS: (512)-285-5028 

Order: (800)-299-2620 

Game Street USA is a 
division of Ceratec Inc. 
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Computer Gaming World 




’Gjonxputr/ibiLitu Software & Computer Specialists 

Con&um&'t fjE/^ct^o/ticA 800-558-0003 s 


HOURSrMON-FRrOam-Opm • Sat 11am-5pin 
PO Box 17882, Mllwaukaa.WI 53217 


A-10Awnger 

AlOTinkKIIsr 

... 34.95 
...30.95 

Crime Does Not Pay 

.... 30.95 
.... 36.95 

AH^4Hdlcopter 

...33.95 

Curse/Azure Bonds 

.... 31.95 


...25.95 



Alered Destiny 

...3S.95 

Das Boot Submarine 

31.95 


... 25.95 



Andretti's R^ng Chaltengs . 

...31.95 

DMth Knights of Krynn 

31.95 

Aradmo|fnddia 

...•»» 

Tfduxe 71/011 MsTVftKm 


Armscte 

... 3T.«r 

ORAGUNToroe ... 

JT.^’ 


25.95 



BAT 

31.95 

Dragon Strike 

... 31.95 

Bal of Power 1990 A 

31.95 

Dragons Lair 

43.95 

Babnceof the Planet 

30.95 

Drakkhen 

3S.95 

Bandl KInga/An China 

36.95 

Eagle's RMer 

30.95 

Bards Tale 3 

31.95 



BaMe Chess 1 or 2 

30.95 

Bvira Mbiress of the Dark .. 

....36.95 

BatVs Command . 

31.95 

Empire 

31.95 

Battle Hawks 1942 

20.95 

Escape from Hel .. 

31.95 

BatSestorm 

30.95 

Eye of the Beholder 

...31.95 


30.95 



Bll Blot Nascar Challenge ... 

30.95 

F-158trto Eaglell 

34.95 

BkieMax 

20.95 

F-1 9 Stealth Fighter 

42.95 





Buck Rogers 

31.95 

F-117ANIghlhawk 

41.95 

Carmen SanDiego/Each 

30.95 

Faces 

24.95 

Carmen World Deluxe 

..47.95 

Falcon 8.0 

39.95 

Castbs 

36.95 

Flames of Freedom 

30.95 





Centurion a 

..31.95 

Simulator 4.0 A 

39.95 

Champions ol Krynn 

..31.95 

Rre Hawk 

21.95 

Chessmasler 2100 

31.95 

Future Wars 

...31.95 





CMlWar ...’ 

..37.95 

Genghis Khan 

... 36.95 

Clue 

25.95 

Global DIbmma 

31.95 

Coionert Bequest 

..36.95 

Odd of the Aztec 

... 30.95 


..36.95 







Conquest of Camsiol 

..36.95 

Qunship2000 

41.95 


..34.95 

Hard Ball II 



.. 36.95 



Crackdown 

.. 17.95 

Harmony 

...28.95 


P^ySpecial 

HEADSTART' 

COLOR 

CGA MONITOR 

ONLY $139 

Whla suddIos last 


SOUND BOARDS 


iSound Blaster... 

$149 

Disney Sound Source .. ..$29 

AdLib Music Card... 

$99 


688 Attack Sub 

31.95 

AlOTank Kllar 

30.95 

AhStrfteUSA 

25.95 


43.95 

Alerad Destiny 

36.95 


24.95 


28.95 

Arcade ^sh HRa - EA .... 

31.95 


36.95 

BAT 

31.95 

Back To Ihe Future N 

24.95 

Band! Ktogs/Anobnt China 

36.95 

Bane/Cosmic Forge 1MEQ 

3S.9S 

Bard’s Tale lit 

31.95 

Barney Bear eadi 

2195 

Battte Chess 

28.95 

Batllt Comnvnd 

..... 31.95 

Battle Squadron 

24 95 

Battleatorm 

30 95 


.... 19.95 


28 95 

Bll Bid Natear Chaltonge 

....30.95 

BMytheKkt 

25 95 

Bbck Gdd 

24 95 

Blades d Steel 

26 95 

Bbod RebHons 

31 95 

Blue Angels 

....30.95 



MACH 3 Joystick 

MAXX Flight Yoke 

MAXX Pedal - NEW .... 
Flight Stick 

$29 

$75 

$45 

$47 

HI Speed Adaptor 

...CALL 

Gravis 

$35 

Gamecard 3 Auto 

$30 

MiiM-pn-i 



$9S 

MS Bus. w/PaInt 

$99 

MS Windows 3.0 

....$145 

Dexxa Del. Ser/no paint ... 

$29 

Mouseman 8er/Bus400 dpi. .$69/76 

Mou««man 8« w/WIn 4000^ .. .$1 33 


BlueMix 8105 

Brah Bbtlar 25.95 

BuckRogRTs 31.05 

Budokin 25 05 

CapllvR 29.95 

Cardinti of tt« Kremlin 30.05 

Carman Ban Diego/Each 30.96 

Chambar/Bol-Mutanl Priastaas 30.95 

Champions of Krynn 31 .95 

Chsot- Dungaon Maatar 2 24.05 

Chack Mate 34 05 

Chaasmaatar 2100 31 05 

ChuckYaagarAn2 0 25 05 

CMlWif 37.05 


Codenama; Iceman 30.95 

Colonera Baquaat 36.05 

Comic Badar 41 95 

Comic Art Disks aa 20.05 

Conqtiast of Cameiot 36.05 

Contlnum 30.05 

Crackdown 31 95 

Crtbbaga Kk^yein King 25.95 

Crtma Does Not Pay 30.95 

Cursa/Azure Bonds 31 95 

Das Bool Bubmarina 31 .95 

Dayoftha VIpar 30.95 

Days of Thunder 31.95 

Death Knights of Ktym 28.95 

Dasignasaurus 30.95 

Dick Tracy 30.95 

DkwWara 24.05 

DtslanlBun 39.95 

Dragon's Lair 30.95 

Dragon's Lair N/llma Warp 34.95 

Dragon Lord 31.95 

Dragon Btrha 31.95 

Dragon Wars 30.95 

Drakkhan 36.05 

Dungeon Master 24.95 

Eagle's Rider 30.95 

East vs WMt Bartk) ..24.95 

Bvira 36.05 

Empire.... 31.05 

Escape from Binges Castle 26.95 

Bye of the Beholder 37.96 

P-19 Stealth Rghler 36.95 

F-29 Retaliator 31.95 

Faeee...Trts1H 24.05 

Falcon 30.05 

Operation Courtersblks ........ 16.05 

Operation Fire Rghler 10.05 

Federation 31 .95 

Rra and Forget It 28.95 

Rames of Freedom 30.05 

ofthainfrudsr 36.95 


Harpoon 

.37.95 

.20.95 

Lord of the Rings 

34.95 

Harpoon Scenery EdRor 

.25.95 

Ml Tank Platoon a 

42.95 

Heart of China 

36.95 

Madden FootbaR 

31.95 

Heat Wave 

24.95 

NLPA '89 Players 

17.95 

Hero’s Quest 

36.95 

Manhole .... 

31.95 

Hllsfar A 

31.95 

Manhunter NY or 8F A .... 

30.95 

■rtoonOdlfrartRm 


■WiarttanTroams 


Rbvenbrce 

K.'SS 

Mkvb Bbacon IVpthg 

3T.«> 

Hoyles Book of Games 1 or 2 

.21.95 

Mean Streets 

36.95 

HyperSpeed 

36.95 

Mech Warrior 

31.95 

tmperlum 

.25.95 

Megafortress 

37.95 

Indbna Jones-Actton 

17.95 

Megatrawbr 

36.95 

Indbna Jones-Graphic 

.20.95 

Midwinter .. 

30.95 

IndbnapdbSOO 

.31.95 

MonopdyA 

25.95 

Iron Lord 

.25.95 

Moonbase .. 

30.95 

IshWo 

34.95 

Mother Goose Enhanced . 

24.95 

It Came from the Desert 

.31.95 

Nations at War 

37.95 

J. Mchdaus UnUmt. GoR 

.36.95 

New Print Shoo 

36.95 


IBM SOFTWARE 


Joe Montana Fbotbal 

Jones' In the Fast Lane 

Keys to Maramon 

King’s Quest 1 Enhanced .. 
King’s Quest 1 .2 or 3 ea .... 
King's Quest 4 
King's Quest 5 
King’s Quest 5 Enhanced .. 

Knights of Legend 

Knights ot the Bky 

Lakers vs. Celtics 

Leisure Butt Larry 1 

Lebure Bi4t Larry 2 or 3 ... 

Lad-Cross 

LHX Attack Chopper 

Life and Death 1 or 2 

Light Speed ..... 

Links 

Loom 


Bampbr 

BchooVBusIness 

Party 

Night Shift 

Nobunga’s Ambltbn 1 or 2 .. 

Nuclear War 

PQA aoff Tour 

Pbk'n Pie .. 

Police Quest 1 A 

Police Quest II 

Pools of Radiance 

Populous ... 

Prince of Persh 

Print Master + 

Pro Tennb Tour 2 

Quest lor Story 2 

Railroad Tycoon 

Red Baron Enhanced 

Red Storm Risi 


Renegade Legion Interceptor ... 

Rbe of the Dragon 

Rbk 

Robocopll 

Romance/3 Kingdom 

Rules of Engagement 

Sands of Fire 

%avage%rnprre 

Bcrabbb 

Bcrabbte Delura Edilion 

Search tor the King 

Second Front 

Secret of Monkey Isbnd 

Secret /Monkey Island-256 

Secret/Sflwr Blades 

Secret Mission 2 : Crusade ...... 

Secret Weapons/Lufttwafto 

Shanghai II 

Shark Attack 

Sidewinder A 

Slent Service II A 

Bkn City ... 

Sraphic Set 1 or 2 ea ; 

Skn Earth AT tVD - 

Sorcerlan . 

Space 1889 1 

Space Ace 

Space Quest 1 & 2 A oa < 

Space Quest 3 A ! 

Space Quest 4 Enhanced : 

Spellcasting 101 

Spirit of Excalbur 

Star Control . 

Star Fleet It A i 

SlarflIgW It : 

Stellar 7 ... . 

Storm Across Europe i 

Storrrxrvfc 5 

Stratego I 

Street Rod H J 

Strike Aces : 


Strip Poker 2 25.95 




Tank 

..34.95 

Teenage Mutant Mrifa Turilee 

..25.95 

Test Driw ll/Duel 

..30.95 


..15.95 




..'iTJVb 


£t.fS 


17.95 

Theme Psrk Mystery 

..30.95 


21.95 

ThuTHlerstrike 

24.95 



Trivial PursuR 

25.95 



Tunnels arKlTrdb 

20.95 

Tunnels d Armegedon 

25.95 

TV Sports BasebaR 

11.95 

TV Spoils Basketbal 

..31.95 

TV Sports Football 

..31.95 

TV Sporb Rdbrbabes 

.31.95 

Typhoons of Steel 

17.95 

URImaVA 

18.95 


.41.95 

Unlwrsal Mlltery Simulator 2 . 

.38.95 



War d the Lance 

.31.95 



WeHtrb 

.21.95 

Where In the .... Carmen each . 

.30.95 

Where World Deluxe 

.47.95 

Where Time Stood SOU 

.24.95 

Wing Commander 

.41.95 

MbsionDlsk10r2 

.19.95 

Wing Commander II 

.41.95 

Wizardry-Band Cosmb Forge 

.36.95 



WoR Pair " 

.34.95 



X Men 11 

.24.95 


PRINTERS 


CITIZEN 


— JOYSTICKS -AMIGA - 

WIco Ergo suck $18 

PANASONIC CITIZEN “iiSilzS 

KX-P1124 $269 200GX $169 MICE-AMIGA 

KX-P1180 $149 GSX140 $289 Golden Image 

KX-P1624 $339 GSX 145 Wide $399 opto-M.ohanicai $39 

Color Kit 200/140 ... $49 1 Fully Op tical ...$59 

STAR Toshiba Floppy Drives 

NX-1001 Multifont ...$139 5.25' 360K PC/XT $63 

NX-1020 Rainbow ...$185 5.25' 1.22MB PC/AT $73 

NX-2420 $289 3.5' 720KB PC/XT $59 

NX-2420 Rainbow ... $309 3.5' 1 .44MB PC/AT $73 


. Slmulstorll 

Ful Metal Planet 

Genghis Kahn 

Golden Axe 

Gunboat 

GunsNp 

Hardball II 

Harley Davidson 

Harmony 

Harpoon 

Battleset 2 or 3 

Harpoon Scenerto Editor .. 

Heart of China 

Heros Quest 

Hllsfar 

Holyes Book of Games .... 

Hunt for Red October 

Immortal 

Imperkim 

Indbna Jones-Graphic 


Lost Patrol 31 .95 

M-1 Tank Platoon 36.95 

Maverick 24.95 

Mavb Beacon Typing 31 .95 

Mega Fortress 37.95 

Mega-Travelbr 1 36.95 

MkJ Winter 24.95 

Might and Magic II 37.95 

Monday Night Football 30.95 

Monop^ 24.95 

Monty Python 32.95 

NattonsatWar 37.95 

New York Warriors 1 Meg 30.95 

Night Breed 25.95 

Night Davm. ..18.95 

Night Hunter ..23.95 

Night Shift.. ..25.95 

Niro ..28.95 

Nobunga’s Ambltbn 36.95 

Nuclear War 


MASTER 

3A 

External Disk 
Drive for the 
Amiga 

$85 


IF YOU DON'T SEE IT 
CALLTODAYI 


Railroad Tycoon 36.95 Super Off Road Racing 25.95 

Raw Copy 34.95 Swap 30.95 

Red Baron 36.95 TV. Sports Basketball 31.95 

Rad Storm Rising 34.95 TV. Sports Footbal 31 .95 

Rbe of the Dragon 36.95 Teenage Mutant Nln)a Turtles .. 28.95 


AMIGA SOFTWARE 


IndbnapdbSOO 

31.95 



Ishkto 

34.95 



It Came from the Deeert .... 

31.95 


37.95 


15.95 



Jack NkMaus Udimited .... 

36.95 



Keys To Maramonte 

31.95 



KRIng Game Show 

28.95 


24.95 

King’s Quest U. or 3 

30.95 



King’s Quest 4 or 5 

36.95 



Knight Force .... 

Land, Air, Sea CompI 

28.95 

36.95 

Pods ol Radiance 

31.95 

31.95 

Legend of Faerghal 

23.95 


31.95 

Lebure Suit Larry 

24.95 


14.95 

Lebure SuH Larry 2 or 3 .... 

36.95 


24.95 


30.95 








37.95 



Lords d the FVsIng Sun 

31.95 


24.95 


Rbk 





28.95 


..21.95 

Ftocket Ranger/3 Stooges .... 

..... 31.95 

Terrain Envoy 

.28.95 

Fldrem 

86.95 

Test Drive 11 

.30.95 

Romance of 3 Kingdoms 

42.95 

Data Disks oa 

.. 15.95 

Rules of Engagement 

37.95 

Test Drtw Ml 

..CAU 





Scrabbb 

24 95 

Theme Park Mystery 

. 30.95 

Search for the King 

3S.95 

Third Courier 

.30.95 


.... 31.95 


.30.95 

Secrect d Monkey Idand .... 

..... 37.95 

Time Machine 

.34.95 

Sex Vbrens-Outer Space 

22.95 

Tretsurs Trap 

24 95 

Sextknates 

30.95 

Tunnebd Armageddon 

.25.95 

Shadow of the Beast 

30.95 

Turrican 

.24.95 

Shadow of the Beast n 

36.95 

Typhoon d Steel 

.37.95 

Skn City 

....30.95 

URIma 4 

. 36.95 

Graphic 1 or 2 

2195 

URIma 5 

.36.95 

Terrian Editor 

14.95 

Universe 3 

.31.95 

SMof Die 

31.95 

Uniwrsal Mlltary Sknulalor 2 

.36.95 

Sorcerlan 

36.95 

Votte 

.30.95 

Space Ace 

34.95 

Viking CMkf 

23.95 


30.95 

Vbta Pro 

.80.95 

Space Quests 

36.95 

War d the Lance 

25.95 


24.95 


31.95 

SpIrR of Excalbur 

30.95 

Warlord 

30.95 




.37.95 

Star Control 

30.95 

Weltrb 

21.95 

Star Reids 

30.95 

Where In the ...Carmen each .. 

.30.95 





Stelar 7 

21.95 

Wings of Fury 

.24.95 

Storm Across Europe 

37.95 

WoR Pak 

.34.95 

Stunt Track Racer 

24.95 

Wondertand 

.30.95 

Stratego. 

30.95 

World AQas. 

. 35.95 

Sbeet Flod 11 

25.95 

Wrath of the Demoa 

...CALL 


. 30.95 


. 31.95 

Strip Poker 2 

24.95 

Yeager's Adv. Train 2.0 

.25.95 


ORDEMNI nr D: Speeffy a y ak aWt For fast dellrery send oathbr's check or money order. Personal & company checks allow 14 business days to dear. P.O.'s welcome. C.O J). charges are $4j00. In Continental U.S. A Include $4.00 for software orders 5Y* shbplng 
forherdware, minimum 0.00. MaalarCard and Visa ortbra please Inckids card eiqriration date and signature. Wl residents phase toduds 5% sales tax HI, AK. FPO.APO, Puerto Rico and Canadanordars, please add 6% shipping, iBlahaeait6JRI.AI other 
Isrelin eidsie add 19% aMppiag . aila II MS. AN ordare shipped outsidt ths Contlnsntal U.S.A. are shipped first dass Insured U.S. mall, vrhere avalabta. tf foreign shipping chargee exceed the minimum amount you wll be charged the addMonal amount Alt goods 
are nswandinoludafeototy wamnly. Ws do not guarantee oompalablltyS Mrsion #8. Due to our tow prices an sales are ftoat.AIDalscthieretaras aivt hove a letaraaalbortaatlBananhar.CaN (414) 357-8181 toobtalnanRAdoryour return win not be 
SDcaplad. Pricea and avaHabilRy subjact to change without notlco. Shipping S handling are norr-refundaUe. We ship the latest versions available to ua, updates must be hsndted by end user directly with ths manufacturer. Not lesponsibb for typographical errors. In 
sn effort to be oompbte, soma new products mey not be avilable from ths mamdidursr at prssa time. 
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Review 


Taking Stock on Bond 



Interplay *s James Bond — The Stealth Affair 

by Allen L. Greenberg 

7 am not dead. Nor have / been bludgeoned, per- 
forated, ignited, dismembered, or offered up as piran- 
ha fodder. I have not even been made the victim of 
some malicious, sardonic wit. Therefore, I conciude, I 
must be in the wrong £oiwn."This, we may theorize, is 
a sample of the deductive reasoning process belonging 
to Bond... James Bond. He is the hero in James Bond — 

The Steaith Affair, an action-adventure game distributed 
by Interplay Productions, but he is certainly no addi- 
tion to the line of deep-thinking "Sherlock Clones" who 
have appeared in other computer mysteries. 

The Stealth Affair (wherein the purchaser has been 
granted a non-exclusive software "License to Kill") is Del- 
phine Software’s follow-up to their immensely entertain- 
ing Future Wars. As reported in earlier issues of Com- 
puter Gaming World, the Stealth Affair program ar- 
rived in the US sans Bond for distribution by Interplay. It 
was Interplay’s decision that the mission would best be 
handled by agent 007, rather than some generic super- 
spy. Their decision was appropriate. This is not a 
mystery to be solved, but rather, survived. In the spirit 
of the Bond films. Stealth requires the player to master 
several action sequences in order to complete his mission. There 
are, however, many conventional puzzles to be unraveled as well 
and the program includes a few non-interactive animated 
episodes. 

The story, presented in the standard, two-dimensional animated 
format, tracks Bond’s efforts to reclaim a stolen killer aircraft 
known as the Stealth Bomber. Evidence points toward a small 
Latin American country and its enigmatic dictator. Before the 
game is complete. Bond will come to blows with members of the 
KGB (apparently putting in overtime here in the US) and the 
leader of a secret terrorist organization. To aid him, this byte-size 
Bond has access to gadgetry of the same breed as the standard 
fare in his films. While this equipment is necessary to complete 
the adventure, its improper use will likely result in life-terminating 
complications. 

The player manipulates 007 and interacts with the story using 
Delphine Software’s "Cinematique" game system. This is a no- 
typing, menu-driven interface which has been improved upon 
since its debut in Delphine’s Future Wars. The player may now 
freely examine and operate the items listed in his inventory. 

Nevertheless, the awkward command structure of the system 
remains — "Operate girl" is not a request to remove a woman’s 
appendix. The actual result of this command, and others like it, 
are dependant on the circumstances in which it is given. 

Another disconcerting feature of Cinematique is that it often re- 
quires players to engage in a search for a pixel-in-a-haystack. Al- 
though less often than in Future Wars, there are times when the 
game will not progress until the player manages to find some 
nearly invisible object by passing the cross-hair cursor directly 
over its location on the screen. 

As to the aforementioned action sequences, each adventure 
game epicurean must sooner or later decide just how much dodg- 


TITLE: 

James Bond — The Stealth Affair 

SYSTEMS: 

Amiga, Atari ST, IBM 

PRICE: 

$49.95 

DEVELOPER: 

Delphine Software 

PUBLISHER: 

Interplay Productions 


Santa Ana, CA 



ing, chasing or shooting can be 
peppered amongst a platter of 
story-solving before it actually 
takes away from one’s enjoy- 
ment. Stealth Affair contains 
several such episodes in which 
007 must become a sort of Pac- 
Man. None of these are exceed- 
ingly difficult. However, arcade- 
loathing secret agents should be 
aware that they will be shaken, 
and perhaps a bit stirred.... 

When Future Wars first ap- 
peared, a problem with the 
program’s off-disk copy-protec- 
tion shortly became obvious. The user was required to match 
colors and patterns between the screen and the documentation. 
Unfortunately, the two sources only loosely resembled each 
other. With Stealth Affair, this problem has been admirably ad- 
dressed. The requirements are still the same, but the objects to 
be identified are now clearly marked and legitimate users should 
experience no difficulty accessing the program. A representative 
from Interplay has even indicated that color-blind users may con- 
tact the company to obtain a special version of the program 
which does not cause a problem for those so impaired. 

Steaith Affair is a competently written and programmed piece 
of work. Unfortunately, very little of it is particularly memorable. 
The graphics and animation, while not lacking in nuance or 
detail, contain none of the eye-popping imagery displayed in Fu- 
ture Wars. Likewise, the strong background music quickly 
begins to resemble unrequested noise from the neighbor’s stereo 
which is more distracting than enjoyable. 

Rnally, the plot, the central story of the Stealth Bomber itself, 
has very little to do with the puzzles and arcade sequences which 
it links together. What seems to be missing from Stealth Affair 
is a dash of inspiration. It was present in Future Wars and can 
only be described as that same quality which makes a novel a 
"page turner." The game is just too easy to put down only partly 
completed, with the player feeling not terribly concerned with 
what might have happened next. 

James Bond — The Stealth Affair is certainly not a game 
without merit, but it is, unfortunately, somewhat of a disappoint- 
ment. The Cinematique system deserves to be used in future 
releases and its creators at Delphine have likewise proved them- 
selves no second-rate artists and story-tellers. Next time out, per- 
haps the results will better reflect the talent behind them, ecw 
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SCR-E-E-E-CCH!! Your wheels lock up and squeal as 
you fly into the hairpin turn. 

BA-BOOM . . . BA-BOOM! You bob and weave furiously 
to avoid the deafening and deadly anti-aircraft guns. 

TA DA-DA DAAA! And that black hole seems a whole 
■B lot darker with this music playing. 

What?! You mean your games don't sound anything like 
this? Then listen up, because you need the Ad Lib Card. It's the 
digital synthesizer card that makes your games come alive! 
Check this out. Ad Lib brings room-filling music and a huge range of 
digitized and synthesized sound effects right to your favorite PC games. 
No more beeps and buzzes-the Ad Lib Sound is rich and full. 

Ad Lib Inc., 50 Staniford Street, Suite 800, Boston, MA 02114. 1-800-463-2686 in U.S. 


In fact Ad Lib sounds so awesome, it's become the industry standard 
for PC games. Today's top publishers are creating fantastic new games 
using Ad Lib Sound right now. But accept no substitutes- because 
when it comes to sounding great and working with the hottest games, 
no one can touch Ad Lib. 

Look for ads and games that have the "Ad Lib Sound" sticker 
or logo at your software dealer. Or call us for the ever-growing 
list of games with spectacular Ad Lib Sound at 1-800-463-2686. 

Add the missing dimension to your games with the Ad Lib 
Card. Then get ready to open your ears, and blow your mind. 


IBM PC and Micro Channel versions available. 

or Canada. 1-418-529-9676 International. Fax: 1-418-529-1159. 



AdLib* 




New Games 
with Ad Lib 
Sound. 


Here are just some of today's 
hottest games that use the 
Ad Lib Card: 


LIVE Studios'* 
FUTURE CLASSICS* 
COLLECTION 


LucasfHm's Thu 
Secret of Monkey 
Island 


System Requirements: IBM® PC, XT, AT, 386, 486 or compatible with 256K RAM 
© 1991 Ad Lib. Ad Lib is a registered trademark of Ad Lib Inc. 


Circle 


Lightspeed 


or IBM PS/2, and headset or external speaker. 
Business Machines Corporation. 


\ 
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See Reader Input Device on page 79 


The Categories 

Strategy (ST): Games that 
emphasize strategic pianning 
and probiem-soiving. 

Simuiation (SI): Games based 
on first-person perspectives of 
reai-worid environments. 

Adventure (AD): Games that 
ailow you to take an aiter ego 
through a storyline or series of 
events. 

Role-Playing Adventure (RP): 
Adventure games that are 
based on character 
development (usually 
involving attributes). 

Wargames (WG): 
Simulations of historical or 
futuristic warfare from a 
command perspective. 

Action/Arcade (AC): 
Computer games that 
emphasize hand-eye 
coordination and reflexes. 

Games are often listed in more 
than one category. In this 
case, the first listed category is 
considered primary. In order 
to be recognized as the 'Top 
Game" in a given category, a 
game must be listed as being 
primarily of that specific type. 


Top Role-Playing 




Top Simulation 


THE TOP TEN GAMES 


No. 

Name 

Source 

Category 

Avg. # 
Resp. 

Rating 

1. 

Wing Commander 

Origin 

AC 

78 

10.69 

2. 

Their Finest Hour 

LucasFilm 

AC, SI 

102 

10.40 

3. 

Railroad Tycoon 

MicProse 

ST 

75 

10.38 

4. 

Wizardry:Bane/Forge 

Sir-Tech 

RP 

24 

9.71 

5. 

SimCity 

Maxis 

ST, SI 

123 

9.67 

6. 

Ultima VI 

Origin 

RP 

69 

9.64 

7. 

M-1 Tank Platoon 

MicProse 

SI,WG 

70 

9.60 

8. 

Harpoon 

Three-Sixty 

WG 

71 

9.59 

9. 

Wings 

Cnmaware 

AC 

31 

9.44 

10. 

Silent Service II 

MicProse 

SI 

45 

9.41 


No. 

Name 

Source 

Category 

Avg. # 
Resp. 

RaUng 

11. 

MechWarrior 

Activision 

SI.ST 

52 

9.29 

12. 

Quest for Glory II: Trial By Fire 

Sierra 

AD,RP 

22 

9.23 

13. 

Populous 

EA 

ST 

115 

9.13 

14. 

Hero’s Quest 

Sierra 

AD,RP 

54 

9.12 

15. 

Red Storm Rising 

Battlehawks 1942 

MicProse 

SI 

74 

9.09 

16. 

LucasFilm 

AC, SI 

86 

9.05 

17. 

Ultima V 

Origin 

RP 

95 

9.03 

18. 

Command HQ 

Microplay 

ST 

46 

9.01 

19. 

Wasteland 

EA 

RP 

119 

9.01 

20. 

Lords of Rising Sun 

Cnmwre 

AC, ST 

53 

9.01 

21. 

Second Front 

SSI 

WG 

37 

9.00 

22. 

Secret of Monkey Island 

Lucasfilm 

AD 

26 

8.97 

23. 

Sword of Aragon 

Space Quest 111 

SSI 

WG,ST 

45 

8.97 

24. 

Sierra 

AD 

34 

8.97 

25. 

Romance/3Kngdms 

Koei 

ST.RP 

WG 

31 

8.96 

26. 

Overrun 

SSI 

24 

8.93 

27. 

Falcon 

SpcHoIo 

SI 

62 

8.90 

28. 

Starflight 2 

NFL Challenge 

EA 

RP 

63 

8.87 

29. 

XOR 

ST 

86 

8.87 

30. 

Dragon Wars 

Interplay 

RP 

30 

8.87 

31. 

Indianapolis 500 

EA 

SI 

29 

8.86 

32. 

Might & Magic II 

The Magic Candle 

NewWorld 

RP 

43 

8.81 

33. 

Mindcraft 

RP 

43 

8.80 

34. 

LHX Attack Chopper 

Project Stealth Ftr 

EA 

AC 

25 

8.80 

35. 

MicProse 

SI 

29 

8.79 

36. 

Leisure Suit 111 

Sierra 

AD 

47 

8.77 

37. 

Bard’s Tale III 

EA 

RP 

54 

8.77 

38. 

Airborne Ranger 

MicProse 

AC 

74 

8.76 

39. 

Bandit Kings 

Jack Nick Qnlimited 

Koei 

ST,RP 

28 

8.75 

40. 

Accolade 

ST 

26 

8.73 


Battles of Napoleon 

SSI 

WG 

30 

8.73 

42. 

Battlechess 

Interplay 

ST 

62 

8.72 


Breach 2 

Omnitrend 

ST,RP 

29 

8.71 


Action Stations 

CnflctAnlytic 

WG 

22 

8.71 

45. 

Secret of SIvr Blades 

SSI 

RP 

47 

8.70 


Nuclear War 

New World 

ST 

41 

8.70 


Neuromancer 

Inteiplay 

MicProse 

AD 

33 

8.70 

48. 

F-15 Strk Eagle 2 

Typhoon of Steel 

SI 

58 

8.69 

49. 

SSI 

WG 

43 

8.67 


Sword of the Samurai 

MicProse 

ST,RP 

40 

8.67 


Curse of the Azure Bonds 

SSI 

RP 

70 

8.67 

52. 

Zany Goif 

Ishido 

EA 

AC 

31 

8.65 


Accolade 

ST 

28 

8.65 


Indy-Graphic 

Lucasfilm 

AD 

29 

8.65 


Chessmaster 2100 

Toolworks 

ST 

44 

8.65 


Page 40 


Computer Gaming World 




Top 100 Games 


THE HALL OF FAME 


The Games in 
CGW’s Hall of 
Fame Have Been 
Highly Rated by 
our Readers 
over Time. 
They are Worthy 
of Play by All. 


Bard’s Tale I 
Chessmaster 
Dungeon Master 
Earl Weaver Baseball 
Empire 

F19 Stealth Fighter 
Gettysburg 
Gunship 
Kampfgruppe 


Mech Brigade 
Might & Magic 
M.U.L.E. 
Pirates 
Starflight 
Ultima m 
Ultima IV 
War in Russia 
Wizardry 


No. 

Name 

Source 

Category 

Avg. # 
Reap. 

Rating 


Ballist^ 

Buck Rogers 

^rgnosis 

AC 

20 

8.65 

57. 

RP 

37 

8.64 

58. 

Wayne Gretzky Hockey 

Bethesda 

AC, ST 

36 

8.62 

59. 

Pool of Radiance 

SSI 

RP 

116 

8.61 

60. 

Champions of Krynn 

SSI 

RP 

65 

8.60 

61. 

King’s Quest IV 

Sierra 

AD 

58 

8.59 

62. 

Savage Empire 

Origin 

RP 

30 

8.56 

63. 

It Came From Desert 

Cnmware 

AD 

36 

8.54 


Genghis Khan 

Koei 

ST,RP 

34 

8.54 

65. 

Future Wars 

Interplay 

AD 

24 

8.53 

66. 

Carrier Command 

MicroPlay 

AC,WG 

49 

8.51 


DeathTrack 

Activision 

AC 

29 

8.51 


Panzer Strike 

SSI 

WQ 

68 

8.51 

69. 

Manhunter 2 

Sierra 

AD 

31 

8.42 

70 

TV Sports Football 

Cnmwre 

AC, ST 

50 

8.39 

71. 

Wings of Fury 

Brodbnd 

AC 

52 

8.38 

72. 

Strike Reet 

EA 

WG 

79 

8.37 

73. 

Rre Brigade 

Panther 

WG 

30 

8.34 

74. 

Battletech: Revenge 

Infocom 

WG,RP 

42 

8.33 

75. 

Rocket Ranger 

Cnmwre 

AC/J3 

75 

8.32 

76. 

Modem Wars 

EA 

ST 

24 

8.29 


Poiice Quest II 

Sierra 

AD 

39 

8.29 


TV Sports Basketball 

688 Attack Sub 

Cnmwre 

AC.ST 

33 

8.29 

79. 

EA 

SLST 

59 

8.27 


Drakkhen 

Data East 


32 

8.27 

80. 

Right of Intruder 

Si>ecHolo 

sierra 

SI 

25 

8.26 

81. 

Manhunter 

AD 

72 

8.25 

82. 

Centurion 

EA 

ST 

49 

8.24 

83. 

Police Quest 

Sierra 

AD 

98 

8.23 

84. 

Battlechess II 

Interplay 

Rainbird 

ST 

20 

8.22 

85 

Starglider II 

AC 

65 

8.22 

86. 

Jack Nick 18 Hoies 

Accolade 

AC,ST 

28 

8.21 


Three Stooges 

Cnmwre 

AC 

68 

8.21 

88. 

Leisure Suit Lry II 

Sierra 

AD 

52 

8.20 

89. 

Loom 

LucasRIm 

AD 

38 

8.18 

90. 

Abrams Battle Tank 

EA 

AC,SI 

31 

8.16 

91. 

Colonel’s Bequest 

Sierra 

AD 

28 

8.14 

92. 

Tetris 

SpcHoIo 

AC,ST 

46 

8.13 

93. 

Conquests of Camelot 

Vettel 

sierra 

SpcHolo 

AD 

AC 

33 

26 

8.12 

8.12 

96. 

Knights of Legend 

Origin 

RP 

26 

8.08 

97. 

Speedball 

Cnmware 

AC 

35 

8.06 

98. 

Russia 

SSG 

WG 

61 

8.05 

99. 

Sentinel Worlds 

EA 

RP 

71 

8.04 

100. 

Nobunaga’s Ambition 

Koei 

ST,RP 

39 

8.03 


Top Strategy 



Top Action 



Top Adventure 



Top Wargame 
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If CybergenicRanger doesn’t get your 
juices flowing, it’s time to get a life. 




Blast beyond the Hyper Hole into the alien worlds of the Pseudo Galaxies. Launch the first, the most challenging mission of 
Micah™, the Cybergenic Ranger. Symtus’ new “Secret of the Seventh Planet” will demand every sense, every sinew, every fiber 


of vour being. AHere is a space adventure of such intricate and intriguing fantasy that you 
become young Micah! His enemies your own; his quest for a lost father your quest. AThis is 
the journey of a lifetime. With “graphics like you’ve never seen before” and features that dare 


the outer limits of gaming technology. Fully active 2-D and 3-D environments. Dual Scrolling Backgrounds. Random World 


Generator System, so that no two games ever play the same! A You enter Micah’s world via 
a unique full-color chronicle of his life. Then, surrender to 640K, 256 VGA and 16 EGA- 
supported full color graphics and original Real Sound™ that literally override your belief that, 
hey, it ’s only a game ! ANew Gybergenic Ranger is education, encounters and exploration . Interactive role playing, arcade game 
play and stunning 3-D environments. So, as the Old Earth people once said, get real. If this game doesn’t 
get your jiuces flowing, it’s time to get a life. ATo order visit your retailer, or to charge on VISA/MasterGard 
call 1(800)255-2374. Symtus Corporation - P.O.Box 912 Palacios, Texas 77465 (800) 255-2374. SYMTUS 




OybtTgfiiic RatigtT aii<J Mifah an* regisleretl iraH(‘mark.s of Symtus (lorporaliou. Copyright 1 WO. Symtus Corporation. Palacios. Texa.s. Real Sound is a registered trademark of Real Sound Incorporated 

Circle Reader Service #50 





Industry News 


Current Events 101 


WhaVs Happening in the "Computer Gaming World" 


G CONSUMER 
ELECTRONICS 
® SHOWS 


T he computer gaming world has ex- 
perienced considerable seismic ac- 
tivity since the Winter Consumer 
Hectronics Show in Las Vegas, Nevada. 

At CES, industry insiders chatted about 
unconfirmed rumors of a "hostile 
takeover" of Mediagenic, a possible ac- 
quisition of Cinemaware by larger cor- 
porate entities, a possible merger for Vir- 
gin Mastertronic and new publishing 
partnerships with overseas firms an- 
nounced by Accolade, Konami and 
Spectrum HoioByte. 

The Mediagenic "takeover" was of par- 
ticular concern. Some perceived the ac- 
quisition of more than 20% of the 
corporation’s common stock as indica- 
tive of major management changes, 
while others perceived the move as friend- 
ly toward current management. Within 
weeks, industry watchers were to learn 
the answer. Bruce Davis was to step 
aside as Chief Executive Officer (while 
remaining as a member of the board of 
directors), while Robert A. Kotick (prin- 
cipal shareholder in BHK Technologies 
Corp., the company which made the 
major purchase in Mediagenic stock) 
was to become the new Chairman and 
Chief Executive Officer. Fears that the 
new shareholder might intend to strip 
Mediagenic of its assets were allayed 
when part of the agreement to change 
corporate management included a poten- 
tial credit line of up to five million dollars. 
BHK’s statement of intent, filed with the 
Securities and Exchange Commission, in- 
dicates that the new management is com- 
mitted to producing computer games 
and provides welcome assurance that 
Mediagenic will continue to publish 
game software. 

Meanwhile, Cinemaware was allegedly 
being considered for acquisition by enter- 
tainment companies involved in both 
software publishing and film production. 
Any of these acquisitions would seem 


like an excellent move. Unfortunately, 
Cinemaware was perceived by prospec- 
tive suitors to be under-capitalized and un- 
likely to turn around its relatively poor 
recent quarterly performances in the 
short term. Thus, in a move intended to 
save the company as, at least, a 
developer, the company laid off 43 
employees (lowering their current total to 
14). Contrary to early rumors, the com- 
pany is not planning to file for protection 
under bankruptcy laws as they are cur- 
rent with outside obligations. The 
company’s goal is to license and develop 
their products rather than continuing as a 
publisher. Cinemaware is expected to ful- 
fil its obligation to provide NEC products 
like TV Sports: Hockey and It Came 
From The Desert, as well as its obliga- 
tion to Commodore to deliver TV Sports: 
Football for the CDTV system. Con- 
sumers will still be able to purchase the 
finished products from Electronic Arts 
Distribution. 

In more positive news, both Konami 
and Spectrum HoioByte have entered 
into publishing partnerships with Britain’s 
Mirrorsoft. Spectrum HoloByte’s new 
line of imports will be called Arena 
Entertainment and will include: 

Cadaver (an adventure game by the Bit 
Map Brothers), Reach for the Skies (a 
Battle of Britain game developed by 
Rowan Software) and Red Phoenix 
(based on the Larry Bond novel). 

Konami just released Back to the Fu- 
ture II and Theme Park Mystery, both 
developed in association with 
Mirrorsoft’s established Image Works 
line. In addition, Konami will establish a 
publishing partnership with another 
European software house. Gremlin 
Graphics. Gremlin Graphics previously 
produced Lotus (a Formula I auto racing 
game) and BSS Jane Seymour (an ad- 
venture game set on a spaceship). 

Accolade has announced a new dis- 


tribution agreement with O.S. Gold. The 
agreement allows Accolade to market tit- 
les like International Soccer {Italy, 

1 990 in Europe, this seems to be 
Europe’s idea of what TV Sports: Soccer 
should be). Gold of the Aztecs (an ac- 
tion/adventure with 80 screens of action 
and logic puzzles), Vaxine {Harmony 
with a faster pace), and Rotox (an action 
game with cyborg warriors where the ac- 
tion seems like Centipede meets Zaxxon 
in a zero-gravity Marble Madness world). 

Finally, at press time. Virgin 
Mastertronic revealed that it was about 
to merge with a U.S. software corpora- 
tion. The identity of the East Coast com- 
pany had not been confirmed at press 
time, but it is believed that the two com- 
panies will consolidate their operations in 
order to provide for more efficient over- 
head. 

Between Iraq and a Hard 
Place (Simulations) 

Naturally, the world of simulations is 
dominated by a focus on modern com- 
bat. Microprose will reprise two of their 
most successful titles in new incarna- 
tions. Gunship 2000 could possibly be 
considered Gunship meets M-l Tank 
Platoon. The new version not only 
boasts 256 color VGA graphics 
throughout the game and full sound sup- 
port, but it has literally been redesigned 
from the ground up. The game demands 
squadron action and offers a variety of 
squadrons to work with, is more mission- 
oriented than the earlier game and fea- 
tures both European and Desert 
scenarios. 

Meanwhile, F-l 1 7 A Nighthawk is ex- 
pected to be to F-l 9 Stealth Fighter 
what Silent Service II was to the classic 
Silent Service. Not only have the 
graphics and documentation been up- 
dated, but the flight model has been 
revised to more accurately reflect the 
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reality of the F-1 1 7A and specific Iraqi 
scenarios have been added. 

Alert readers will ask a very good ques- 
tion about MegaFortress from Three- 
Sixty. "If the game is based on Dale 
Brown's best-selling novel, Flight of the 
Old Dog, why does it have Iraqi 
scenarios? After all, the book doesn’t 
have any." See the Sneak Preview on 
page 16 of this issue for the answer. 

Falcon 3.0 may be Spectrum 
HoloByte’s masterpiece of all time. In ad- 
dition to the editing capabilities and multi- 
media aspects noted last Issue, Innova- 
tions in this program include; the use of 
an anti-aliasing chip in cooperation with 
a math co-processor in order to get crisp, 
clear images, even in a polygon-filled en- 
vironment; support of an upcoming 
sound board which will allow directional 
sound cues with earphones; and authen- 
tic terrain based on O.S.A.F. terrain maps 
with actual heights and depths as 
recorded on those documents. Finally, 
the program uses every unclassified 
aspect of the F-16C with every possible 
unclassified armament. 

Those who are not concerned about cur- 


rent events may find themselves more in- 
terested in Activision's Death or Glory. 
Self-styled as the "Time-Life Books" ap- 
proach to aircraft simulation. Death or 
Glory offers 76 years of air combat. The 
game will feature twelve pre-designed mis- 
sions covering six different eras: World 
War I, World War II, Korea, Vietnam, 
Falklands and Syria (1982). The mis- 
sions are historically based and enable 
players to compare their performance 
with actual historical results at the con- 
clusion of each sortie. European-based 
Vektor Graphics developed the game 
using ellipses to shape the polygon-filled 
graphics into more identifiable shapes 
than the typical polygon technology. 

Also, they developed some "What if?" 
capabilities where F-1 6s could fight Fok- 
kers or Harriers could challenge Spitfires. 
The aerodynamic model was developed 
by the company in conjunction with their 
Space Shuttle simulation being prepared 
for Virgin Mastertronic. 

The Space Shuttle program features 
everything in real-time. The VAB roll-out, 
launch, orbit and landing (complete with 
eleven different missions) are all as 
authentic as possible. MASA cooperated 


so well with the product that it was dif- 
ficult to distill the material down from the 
800 page flight manual and other 
esoteric publications. This simulation 
promises to be the one for a person who 
wants the ultimate detail, but it features 
several help functions that move the 
game along or help players with the 
more difficult aspects of the game. 

The simulation scene is filled out with 
two similar style automobile racing 
games: Mario Andretti's Racing Chal- 
lenge from Electronic Arts and Bill 
Elliott's HASCAR Challenge from 
Konami. Both feature replays from multi- 
ple perspectives, considerable technical 
consultation from racing celebrities, 
smooth action and beautiful graphics. 
Mario Andretti's Racing Chaiienge fea- 
tures a role-playing aspect patterned 
after Mario’s career. Players try to obtain 
sponsors and work their way up through 
six different circuits, driving six different 
types of cars. BUI Eiliott's NASCAR 
Chaiienge spends much more time in 
having the player set up the car and fea- 
tures eight different tracks and three dif- 
ferent NASCAR-approved cars (see 
"Taking A Peek" in this issue). 


WE SPECIALIZE IN NEW 


MS-DOS 


SECRET OF THE LUFT WAFFE CALL 


ALTERED DESTINY $36.95 

B.A.T $32.95 

BARD’S TALE III $31 .95 

BLUE ANGEL $32.95 

BLUE MAX $32.95 

COUNTDOWN $36.95 

DAS BOOT $32.95 

DAVID WOLF: SECRET AGENT ....$31 .95 

DINOWARS CALL 

DRAGONS LAIR II- TIME WARP ... $36.95 

DRAGON LORD CALL 

EYE OF THE BEHOLDER CALL 

F-117 A NIGHTHAWK CALL 

FALCON AT $35.95 

FLIGHT OF THE INTRUDER $36.95 

GUNSHIP 2000 CALL 

HEART OF CHINA $36.95 

HEROS QUEST II $36.95 

JOE MONTANA FOOTBALL $32.95 

KINGS QUEST V $36.95 

LESUIRE SUIT LARRY IV CALL 

LINKS $36.95 

LORD OF THE RINGS $34.95 

NFL CHALLENGE $57.95 

RED BARON $36.95 

RISE OF THE DRAGON $36.95 

SAVAGE EMPIRE $36.95 

SECRET OF MONKEY ISLAND $38.95 


SILENT SERVICE II $33.95 

SIM EARTH $41 .95 

SPACE ACE $36.95 

SPACE QUEST IV $36.95 

STELLAR 7 $23.95 

TEST DRIVE III $36.95 

ULTIMA VI $41 .95 

UNIVERSAL MILFTARY SIM ll$36.95 

WING COMMANDER $41 .95 

WINGS CALL 


PARADISE OEM 16 BIT 512K 

VGA CARD $99.95 

SOUNDBLASTER $157.95 


CALL TO CHECK 
out OUR Low 
RRICES OH 
OENESIS GAMES! 


PRICES SUBJECT TO CHANGE 

P.O. BOX 15371 
EVANSVILLE, IN 47716 

1 - 800 - 441-2984 



WE TAKE MC/VISA 
UPS ADD $3.00 • COD ADD $3.50 
FOR SOFTWARE 
INDIANA RESIDENTS 

eadquarters add 5% sale tax 
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>APER MAYHEM 

‘The Informative Phi; -B}^- Mail Magazine’ 

Having a hard time getting enough players together for your favorite role | 

I playing or boardgame? Eliminate this problem by joining the world of play- 
by-mail gaming. 

Subscribe to PAPER MAYHEM and discover the 
world of play-by-mail (PBM) gaming. Virtually every 
facet of PBM gaming is covered by PAPER MAYHEM. 
Fantasy, science fiction, historical and sports. Each 
bimonthly issue brings you the latest on PBM games. 

PAPER MAYHEM has been publishing news about 
PBM games and companies since 1983. We have im- 
proved and expanded to keep up with this ever 
popular activity of PBM gaming. 

So why delay and miss out on all the fun? Read I 
PAPER MAYHEM and take advantage of PBM | 
gaming. 

SEND SUBSCRIPTIONS TO: PAPER MAYHEM 
(Dept CG) 

1518 Adams St., 

Ottawa, IL 61350-4770 

US. SUBSCRIPTIONS: 1 year $24.00 2 years $42.00 Sample $5.00 I 

FOREIGN SUBSCRIPTIONS: 1 year to Canada $31.00. 1 year to Europe $51.00. 1 year to Australia $57.00 j 
All subscriptions to PAPER MAYHEM are to be paid in US funds and drawn from US banks. Foreign subscrip- 
tions are asked to use International Money Orders in US funds. 
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Active Imagination (Action) 

Naturally, the world of film is still con- 
sidered to offer some of the most fertile 
ground in designing action games. 
Bethesda Softworks has tapped into 
that genre for The Terminator. This ac- 
tion game follows the film script almost 
verbatim and allows the player to walk, 
fly and drive through the terrifying future 
as either the Terminator himself or as 
Reese. Those who dislike linear games 
can disregard the storyline, however, and 
simply move into death and destruction 
mode. In something of the same vein. 
Ocean is following the script fairly care- 
fully with its long-awaited The Untouch- 
ables action game, complete with shoot- 
out in Union Station, Chicago. 

Of course, no one should be surprised 
that Walt Disney Software is producing 
action versions of their hit films. Arach- 
nophobia is an action/strategy game 
based on the movie. Due to be released 
in the late third quarter, the game fea- 
tures seven levels representing seven dif- 
ferent towns and players take on a 
search and destroy mission to get rid of 
the killer spiders and their eggs before 


they get the player’s on-screen persona. 
Players choose different weaprans and 
there are fourteen different attack pat- 
terns which the spider "villains" might 
use against them. 

Dick Tracy is the late second quarter 
release from the software division. The 
graphics are somewhat reminiscent of 
Ocean’s Batman: The Movie game (dis- 
tributed in the U.S. by Data East), only 
with smaller figures. Interestingly enough, 
however, the design team has elected to 
focus on the Dick Tracy of the 1940s 
radio series and comic books rather than 
the Warren Beatty approach to the hero. 
The program generates hundreds of ran- 
dom crimes throughout the fictional city 
and Tracy’s job is to stop them and cap- 
ture the bad guys. 

Accolade has always been 
synonymous with action games and 
1991 will be no exception. Their new 
agreement with U.S. Gold will guarantee 
a steady flow of European-designed ac- 
tion titles, plus they will be unveiling 
three action releases on the Sega 
Genesis: Star Control, a version of 
Hardball that is closer to the original 


than Hardball II (featuring a seven game 
World Series rather than league play) 
and a European shoot-’em-up with 3-D 
Parallax scrolling called Onslaught. 

In addition. Accolade’s Hovercraft will 
combine elements of arcade-style games, 
three-dimensional simulations and adven- 
ture. The fiction pits the player as an 
agent in a futuristic drug war. The agent 
"drives" a hovercraft through urban en- 
vironments looking for a dmg called 
"Aftershock" and attempts to both 
destroy the drugs and pick up new 
weapons/equipment to improve his 
vehicle. 

In Software Toolworks’ D-Generation 
(working title), the futuristic world finds it- 
self in danger from a biological 
laboratory where mutations are rampant 
and everything has gone awry (some- 
thing like the old HMS Pandora ’s Box 
boardgame). The player travels through 
1 50-200 rooms in this first quarter 
release and observes the progress of 
his/her "sterilization" campaign from an 
oblique 3/4 perspective. 

Speaking of action games with some- 
thing of a scientific twist, Psygnosis is 



SOUND MASTER® 

THE ONLY SOUND ENHANCEMENT BOARD 
THAT WORKS WITH ALL PC GAME TITLES 


MORE THAN A MUSIC CARD -A LOT MORE! 

Sound Master now supports the internal PC sound system! With the support of leading 
game publishers, Sound Master is compatible with all game titles. Sound Master 
radically improves your existing PC sound quality! Plus you get an advanced 3-voice music 
synthesizer and^ DMA driven digitizer for real life i ' ' ' I 


speech, multi-voice music, and sound effectS”iust 
like an Amiga, Apple lIGS, or Tandy 1000 SL/TL/RL. 
Electronic volume and panning adjustment. True 


speaker support...all in STEREOI Dual digital input J? 

ports (with power and ground) accept Atari, Com- PI ^ i ° , i i 

modore, and other true game-machine joy-sticks ,5 

and other "real world- input^devices. h? 


TO ORDER BY PHONE: 

Call {503)342-1271 (8-5 PST) and 


A COMPLETE PRODUCT 


accepted. If ordering by mail, allow 
two weeks for personal checks to 

Speakers Inoludedl Or use your own stereo I com' 

headphones or Hi-Fi system. Comes with demo I saiisnea. riease speciiy com 
and utility software. Board installs in minutes into I make when ordering, 
an available slot (not for use with micro-channel bus). One year warranty. Proudly made in 
the U.S.A. Covox has been manufacturing audio and voice recognition products for PC's 
since 1983. Call, write, or FAX for a FREE catalog. 

BEST VALUE FOR A PC SOUND CARD -ONLY $1 19.95 

© COVOX INC. TEL 503-342-1271 

675 Conger St. FAX 503-342-1283 

Eugene, OR 97402 BBS 503-342-4135 
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COMPUTER BASKETBAL 


SPORTS FANS... 

THE SPORTS SIMULATIONS YOU HAVE 
BEEN WAITING FOR ARE HERE! 

COURT SIDE COLLEGE BASKETBALL 

each player contributes as they did in real life • 
Stats Compiler • you determine starting lineup, 
substitutions, shot selection, passing, offensive and 
defensive styles of play and more • the College 
game includes 292 teams from the ’89-’90 season 
plus 70 all-time greats 

BASKETBALL:THE PRO GAME 

each player contributes as they did in real life • 
Stats Compiler • you determine starting lineup, 
substitutions, shot selection, passing, offensive and 
defensive styles of play and more • the Pro Game 
features the 23 Pro teams from the ’89-’90 and 
more than 190 great teamsof the past 

Send check or money order for $39.99 each. 

Visa and MasterCard accepted on phone orders only. 
Please add $2.00 for postage and handling. 
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readying Atomino for late first quarter 
release on both the Amiga and IBM. 
Atomino is a real-time challenge in 
which players build molecules almost 
Tefris-style from atoms with distinctive 
electron patterns. Data East offers a 
similar product, called Continuum, 
which has just been released (see 
"Taking A Peek"). 

Sequels are also fertile seed beds for 
developing action games. California 
Dreams has decided to one-up themsel- 
ves with Street Rod II. The new version 
of their action/strategy hit will feature a 
new decade, new cars and new types of 
races. The goal of the game and basic 
system will still be the same, but the 
graphics are enhanced and a construc- 
tion set has been added. Access is 
preparing Cartel, a Crime Waue-style ad- 
venture as their primary second quarter 
action release. Also, as noted in last 
issue’s "Rumor Bag," Wing Commander 
2 is being readied to follow in the 
footsteps of its number one rated 
predecessor. 

Sports titles also fulfil part of the action 
gamer’s fantasy life. Cinemaware is at- 
tempting to develop TV Sports: Roller- 
Babes as a complement to their TV 
Sports series of games. This roller derby 
game features a sleazy announcer, those 
classic interview segments and four 
male/four female teams. Also, 
Cinemaware is developing TV Sports: 
Hockey for NEC (described in last 
issue’s report) and UbiSoft has Just 
released Pro Tennis Tour 2 (both 
described in last issue’s article). 

Finally, Psygnosis is attempting to cre- 
ate a new line of action games with three 
"cartoon" products. The first of the series 
to be unveiled is Lemmings. This game 
features an obstacle course for one or 
two players in which the object is to res- 
cue the dumb lemmings before they end 
up falling off the screen. 

Strategic Intervention 
(Strategy) 

Perhaps, one of the most original 
games unveiled at the show is scheduled 
to be published by California Dreams. 
Entitled Solidarity, this political simula- 
tion was Polish-designed and 
programmed. Coming in the early 
second quarter, this game of Eastern 
European politics allows players to or- 
ganize a political party, develop activists 
to be developed according to use, plan 
legal activities (speeches, strikes, passing 
leaflets, etc.), and authorize illegal ac- 
tivities (jamming television signals, using 
a radio and setting up printing presses). 


Time, personnel and resource manage- 
ment unite with political acumen to cre- 
ate a fascinating challenge. 

Another strategy game that presents 
some different challenges has just been 
released from PC Globe. Bushbuck 
Charms, Viking Ships and Dodo Eggs 
is a global scavenger hunt. Players travel 
the globe from destination to destination, 
seeking exotic treasure like those 
described in the game’s title. Since each 
destination point has six different depar- 
ture points, the goal of the game’s desig- 
ners was that a player would never play 
the same game twice. 

Of course, in addition to being a staple 
of the action game environment, sports 
games are vital to the strategy world. 

Earl Weaver Baseball II will not only fea- 
ture significantly improved graphics and 
the editor features described in the last 
Issue, but also a computer manager 
which players design themselves (using 
a 60 question quiz), ability to download 
statistics from the USA Today network, 
enhanced sound and an extended (40 
man) roster. The product might even fea- 
ture salaries and salary limits, but this 
had not been determined at press time. 

Earl Weaver II developer Mirage 
Graphics has also been working with 
Bethesda Softworks. As yet untitled, 
the college basketball game will feature a 
player editor to customize teams, 
capacity for "coaching on the fly" from a 
pre-set playbook and, for pure strategy 
players, a "Coach Only" mode. 

This Means War (Wargames) 

A subset of strategy games is the declin- 
ing genre of wargames. This year, 
Broderbund is offering a hybrid ac- 
tion/wargame in Ancient Art of War in 
the Skies. The Murry brothers have 
redesigned the Ancient Art of War sys- 
tem to integrate air and ground battles. 
Players can edit campaigns (deciding on 
such matters as bomber construction, 
repair rates for both the offensive and 
defensive sides, and flight range) and use 
a map twice as large as those in pre- 
vious Ancient Art of War games. Actual 
combat takes place in action sequences 
that, for fighter combat, look something 
like Wings of Fury. There are two new 
types of sequences for bomber gunners 
and bombardiers, however. The action se- 
quences are designed to reflect the 
average plane of World War 1, however, 
and not any specific plane. The cam- 
paign game is interesting because the 
front line is dynamic and moves back 
and forth depending upon the player’s 
prowess as a pilot. 


As noted last issue, Mindcraft will 
release a real-time castle defense game 
called Siege. However, the company will 
also release Rules of Engagement in the 
late second quarter. This is the shipKo- 
ship tactical space combat game 
developed by Omnitrend that is in- 
tended to use the IGS: Interlocking 
Game System. Space vessels slug it out 
using Rules of Engagement until one 
ship’s crew is ready to board the other 
ship. Then, players can save the game 
and use Breach 2 to resolve the man-to- 
man combat. If a player does not have 
Breach 2, the computer will resolve the 
boarding sequence automatically. 

In addition, Mindcraft plans to include 
a powerful editor in their next two Om- 
nitrend products. Players will be able to 
design alien races, fleet commanders, 
captains, ships, races, systems and mis- 
sions. The second product. Mercenaries, 
will be similar to Breach 2, but will allow 
alien mercenaries and every character 
will be handled like the squad leaders 
alone have been updated in the Breach 
series to this point. 

Koei Corporation plans to market 
Romance of the Three Kingdoms II on 
the IBM PC in June and Bandit Kings of 
Ancient China on the Nintendo immedi- 
ately. The former will be their first PC pro- 
gram with sound board support and, if it 
is anything like liobunaga’s Ambition 
II, should feature significantly improved 
graphics and artificial intelligence. In the 
fourth quarter, Koei’s Napoleonic game, 
L’Empereur, is due. It will integrate 
politics, economics and military strategy 
into another historical challenge from 
Koei. Alas, the company suggested that 
their World War II in the Pacific game 
may not arrive by December 7, 1991 as 
originally expected. 

Strategic Simulations was not show- 
ing any of their Revolution ’76-style 
American Civil War game at CES or their 
Medieval Lords. Both should provide 
great interest. Three-Sixty informed 
CGW that they are working on a land- 
based version of Harpoon. The 
boardgame gurus (and authors of the 
Desert Shield Factbook), Game Desig- 
ners Workshop will assist in the design 
of the new Harpoon game. 

The world of wargames is sparse, but 
not quite forgotten. 

Role Out The Peril 
(Role-Playing) 

Although best known for its wargames, 
Koei will unveil a new direction in 1991. 
Called "ReKoeition" games, hybrid 
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The unthinkable has happened — a renegade 
from the Temporal Corps has stolen a time travel 
machine and gone into the past to alter critical 
events in human history. Only you can prevent 
this madman from rewriting history and destroy- 
ing current civilization. 

A high speed chase through time, TIME- 
QUEST is a classic adventure game that features 
pageantry, danger, and puzzle-oriented adventure. 
The game is epic in scope, spanning four continents 
and three thousand years — from Stonehenge to 
Hitler. 

Criss-crossing time and space, you will travel 
to England, Rome, Peking, Cairo, Babylon/ 
Baghdad, and Mexico from 1361 BC to 1940 
AD, meeting Caesar, Hitler, Napoleon, Genghis 
Khan, Attila the Hun, Cleopatra, Michaelangelo, 
and many others. 


Rome 1940. Fool 
Hitler and Mussolini into 
thinking that Churchill 
has surrendered. 



England 452 A.D. 

Escape a death-hlow from 
RIothamus. the real-life 
King Arthur. 



"Legend Is the company 
that finally got the adven- 
ture game interface 
right." — Computer 
Gaming World 
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Written by Bob Bates, author of Sherlock: The Riddle 
of the Crown Jewels and Arthur: The Quest for Excalihur, 
TIMEQUEST is the latest from Legend Entertainment, the 
company that brought you the hit game Spellcasting 101: 
Sorcerers Get All the Girls. A treat for science-fiction fans 
and adventure enthusiasts alike, the game features: 

□ high resolution EGA graphics 

□ superb musical score featuring RealSound as well as 
Roland and AdLib support 

□ unique Legend screen design with pushbutton options 

□ menu driven parser 

For IBM-PC/Tandy/compatibles. 



Marketed by MicroProse Software. Inc. 
ORDER DESK 1-800-879-PLAY 
9:00 AM-5:00 PM Monday-Friday 

180 Lakefront Drive • Hunt Valley. MD 21030 
©1991 Legend Entertainment Comoany. TIMEQUEST is a re^slered 
trademark of Legend Entertainment Company. ALL RIGHTS RRERVEO. 
EGA graphics shown above. Actual screens may vary. 
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products like The Big Voyage will further 
blur the divisions between strategy, war- 
game, adventure and role-playing. This 
icon-driven challenge Is expected during 
the fourth quarter of 1991. 

Origin’s Martian Dreams sounds like 
a mesmerizing CRTO for anyone inter- 
ested in history. Players meet historical 
figures like Freud, Rasputin, Lenin, Peary, 
Edison, Carnegie and Curie. It is not im- 
mediately obvious whether one has to kill 
Rasputin the Mad Monk in order to win 
this game (good luck if it is!), but it is cer- 
tain that Martian Dreams is the first "(11- 
tima" in which a player can actually lose. 
In addition to historical figures, the plot 
features belated tributes to cinematic 
geniuses like Fritz Lang (Metropoiis) and 
Georges Melies (A Trip to the Moon). 

Space opera is the vehicle for New 
World's Planet's Edge, as well. Sixty dif- 
ferent worlds populate this fictional 
universe and each one is unique in ap- 
pearance and life forms. Players can cus- 
tomize the party’s exploration vessels, as 
well as their personal equipment. 

Planet’s Edge has a beautiful look to it 
(with 256 color VGA graphics) and al- 
lows players to choose whether to play 
as a pure strategy-based CRPG or as a 
real-time action/role-playing game. 

Sequels have always had a vital place 
in the role-playing genre. As noted last 
issue, Mindcraft’s The Magic Candle II 
features a number of new features. 
Another sequel. New World’s Might & 
Magic III: Isles of Terra builds on the 
famous system with new features like: 
detailed portrait icons of the characters, 
the largest three-dimensional viewing win- 
dow for on-screen action, cinematic se- 
quences to enhance the game’s pacing, 
additional magic spells and new charac- 
ter classes. Perhaps most importantly. 
Might & Magic III was designed to be 
replayable. 

Strategic Simulations continues to en- 
hance the value of its Advanced Dun- 
geons and Dragons line. In addition to 
Eye of the Beholder, the beautifully 
crafted first person perspective role-play- 
ing experience and Death Knights of 
Krynn, the sequel to Champions of 
Krynn, the company plans to go on-line 
(America On-Line) with a multi-player 
version of these graphically resplendent 
CRPGs. 

Finally, as described last issue, 
Darklands from Microprose will use an 
authentic map of Medieval Germany 
(A.D. 1400-1500) and a magic system 
based on what the people of that era 
believed was true to develop a rich "fan- 


treatment given to Sherlock Forest in 
Conquests of the Long Bow. In addition 
to announced titles, a second "Laura 
Bow" mystery is in the early stages. 

A new project from Jeff Tunnell of 
Dynamix has been announced. Entitled 
The Adventures of Willie Beamish and 
described as a "light and colorful story 
about a nine-year-old and his quest to get 
to the World Video Game Champion- 
ships," this adventure promises to be 
more than "Leave It To Beaver" in the 
1990s. CCW will print more details on 
this groundbreaking project as they be- 
come available. 

Legend Software’s TimeQuest ap- 
pears to be a fascinating adventure in 
which players visit six different cities 
across a time span of three thousand 
years in order to save the world. Players 
encounter Moses, Cleopatra, Char- 
lemagne, King John, Genghis Khan, Sir 
Francis Drake and host of other famous 
dead dudes as they chase the ultimate 
bad guy through time, bravely attempt- 
ing to undo his dastardly deeds. The 
designer assures us that players will not 
have to know a lot of history in order to 
succeed. They might /earn some, but 
they do not have to know it. 

Interplay is importing yet another Del- 
phine Software product with Cruise for 
a Corpse, a tribute to Agatha Christie in 
a period piece set in the 1920s. One 
major improvement in this adventure 
over Delphine’s previous efforts is that 
the interface now allows players to ques- 
tion non-player characters. 

Capstone has licensed a summer 
movie for their next adventure game. 

The company believes The Taking of 
Beverly Hills will be 199rs Die Hard 
and they are doing their best to move 
away from the company’s arcade- 
oriented products in order to create a 
true adventure game. 

Finally, as noted last issue. Accolade’s 
Conspiracy: The Deadlock Files, a mur- 
der mystery /intrigue adventure, and 
Cinemaware’s The Enemy Within, an in- 
teractive police "buddy" picture, will use 
multi-media effects to tell their stories. 

Settling Down 

No matter how severe the quakes were 
that sent shivers through the "computer 
gaming world" over the last few weeks, 
the upshot is that there is plenty of excit- 
ing new product on its way to our 
readers. We do hope things will settle 
down for a few weeks, though. We could 
use the peace and quiet, caw 


Lord Vader: "You will be sure to review our 
Star Wars game in the near future...." 
Editor-in-Chief Sipe: "CJh, well, there are Just 
so many games..." 



Editor-in-Chief Sipe: "...urk...but we'll be sure 
to cover this one." 


tasy" world. The game will feature, at 
least, 100 saints to pray to (reflecting 
"religious" perceptions of the super- 
natural) and 100 alchemical potions 
(reflecting "occult" and pseudo-scientific 
perceptions of magic). Darklands should 
combine the strengths of Microprose’s 
design staff’s historical expertise with 
their personal role-playing experience, 
providing a potentially fascinating 
product. 

Thirst For Danger 
(Adventure) 

Aficionados of adventure have nothing 
to worry about in 1991. Sierra plans to 
release six titles. In addition to Space 
Quest IV and Dynambc’s Heart of China 
(originally scheduled for late 1990), the 
company expects to reprise the polyester 
protagonist in Leisure Suit Larry 5 and 
the long arm of the law in Police Quest 
III. Fans of 1990’s Conquests of 
Camelot can anticipate the same basic 
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180 Lakefront Drive • Hunt Valley, Maryland • 21030 


For IBM-PC/Tandy/compatibles. For the latest information on release dates and 
availabilities, call MicroProse Customer Service at 301 -771 -1 1 51 . © 1 991 
MicroProse Software, Inc. 180 Lakefront Drive, Hunt Valley, MD 21030. 
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Return Tb A WDiid 
of Loyalty and Honor 



Battlejield 


Nobunaga's Ambition 11. a best seller in Japan, is now available 
for IBM PC /Compatibles and Nintendo! 




Opening Screen 


Making an Alliance 




Bandit Kings of Ancient China - The evil minister Gao 
Qiu has usurped the command from the throne. The 
righteous followers of the emperor have been exiled as 
outlaws. Join these heroic rebels in your mission to 
overthrow a wicked empire, and restore the might to the 
throne. Available for NES. PC, Amiga and Macintosh. 


IN^isplaced loyalties in the feudal era of 
Japan often proved fatal. The mighty Japa- 
nese hero Oda Nobunaga sought an end to 
generations of bloody conflict between the 
warring states of his country. Tragically, his 
dream of unifying Japan ended when he 
was betrayed and murdered by his own 
genersil. It's your turn now to become a 1 6th 
century warlord and fulfill Nobunaga's 
ambition! 

Command over 400 distinct Samurai char- 
acters - each with separate personalities 
and goals. A Samurai will pledge his sword 
and honor to your cause, but can he be 
trusted? 

Enhanced battle scenarios include Siege 
warfare, where you must storm the castle 
gates, swim the moat or scale the castle 
walls. In Field warfare, the tactics are Charge, 
Ambush and Surprise. You can even catch 
the enemy off guard by a night attack! 

If your character falls in battle, the war con- 
tinues with your chosen successor. With 
strikingly detailed graphics, this simulation 
of Japan's Civil War Era is more realistic 
than ever before! 

• Two scenarios, five levels of difficulty. 



Romance of the Three Kingdoms - As a Warlord of the 
2nd century China, you must restore a shattered Empire. 
Gather the bravest warriors of the land to build up your 
armies. Use strength emd strategy to destroy your ene- 
mies and claim the power to govern all of China. 
Available for NES. PC and Amiga. 


• 1 to 4 players 

• 38 unique battlemaps and castles. 

• Interact with over 400 Samurai 
characters. 

• New HEX battle features Night and Siege 
warfare. 



Genghis Khan - Become the greatest warrior the world 
has known. Through battles and allegiances, forge the 
mighty Mongol Horde. With armies at your command, the 
empires of the world are tempting targets. Fight bravely 
to achieve the ultimate goal of world conquest. 

Available for NES. PC and Amiga. 


KOEI Games are available In retail outlets nationwide! Your local retailer Is the 
quickest and most convenient way to find the KOEI products you want. If you 
can't find the KOEI product you are looking for, call us at (4 1 5) 348-0500 (9am 
to 5pm PSTl to charge on Vlsa/MC. Continental U.S. shipping only. 


• Not copy protected. 

• Full color map/poster. 
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Review 


A Passionate Tryst with Speed 

Accolade*s Test Drive III: The Passion 


By David 

creaming down the highway at oner 200 mph, I heard the 
first panicky beep of the radar detector. The squealing 
tone warned that radar was operating somewhere nearby. 
When the second L.E.D. lit up I was faced with the choice of slow- 
ing down or trying to outrun the "County Mounties." It took less 
than two seconds to decide to run for It. After all, even If the 
vigilant Smokey caught me, this would be one ticket that would 
not affect my Insurance premium. 

Accolade’s Test Drive III: The PcLSslon is a foray into the battle of 
the speed demons. The player buckles up and competes in an epic 
road race from the Pacific Coast to Yosemite National Park. (Keep 
the gas tank full, because Accolade promises that additional cour- 
ses and cars will be available.) 


M. Wilson 

get close enough to the car to take a picture of its license plate to 
"nail" someone. This begs the question, "Is that fair?" How do they 
know it wasn’t the owner’s spouse or kid driving? (Like anyone 
would really let them behind the wheel of his Lamborghini.) Oddly, 
one would think that the Accolade programmers would know that 
the California Highway Patrol doesn’t use radar except in a few ex- 
perimental situations. (Don’t these people ever speed to work?) 

Assuming the player opts for a rather exciting chase when the 
police are in the rearview mirror, if the cops get too close in their pur- 
suit, a viable option is to just drive off the road until they go by. 
Players can even hide in some of the barns along the way. Be careful 
not run over the "stone(d?)" cows or the wrong party in that accident 
will end up hamburger. 



There are three great "fantasy" cars, fresh from the drawing board 
to the piayer’s monitor. The Lamborghini Diablo jumps from 0-62 
mph in a quick 4.1 seconds, util- 
izes a V-12, has a top speed of 
202 mph and costs a mere 
$200,000. The Pininfarina is based 
on the Ferrari 12-cylinder, zips 
from 0-60 mph in 6.2 seconds, has 
a top speed of 180 mph, and cost 
a paltry (?) $2,516,250. On the 
domestic front, Chevroiet offers 
the CERV III (Corporate Experimen- 
tal Research Vehicle III). This 
American beauty boasts a 4-cam, 

32-valve zr-1 v-8 engine fortified 
with Garrett T3 turbochargers and 
intercooiers (the practical meaning 
of which is that the first two cars 
only seemed fast). The CERV III 
rockets from 0-60 mph in an im- 
pressive 3.9 seconds and has a 
top speed of 225 mph. The list 
price is estimated at $400,000. 

Like a car owner’s manual, the 
game manual takes the space to 
describe each of these wonder 
cars in careful detail. 

Test Drive III is an interesting 
mix in a game. The 3-D, polygon- 
filled play screens aren’t exception- 
ally beautiful, but are certainly play- 
able and "realistic" enough. One 
nice touch (of "chrome?") is the 
fact that bugs splatter on the 
windshields of the car (with an im- 
portant departure from reality in 
that real insects don’t swish off 
with one easy pass of the 
windshield wipers). The EGA 
graphics lose some of the "flash" 
of the VGA title screens, but, in 
general, the playing screens in 
EGA do not seem substantially dif- 
ferent from the VGA ones. 

One complaint relating to the 
graphics might be the "stupid" 
cows. The cud-chewing beasts just 
stand in the road, expecting those 
expensive sports cars to go 
around them. They never budge! 

When cruising (racing?) around 
the beautiful California 
countryside, players must be 
aware that the cops only have to 


This reviewer was disappointed that there was no hot-key for a 
horn (after all, most people like to blow their horn in long tunnels). 

To make matters a bit worse, reaching the hot-keys was somewhat 
difficult while driving down the road. Why not just use the "W" key 
for wipers and the "H" key for headiights? Hitting CTRL-W takes 
more hands than a person doing 185 mph can safely spare. 

The most interesting aspect of the game is the increasingly stand- 
ard instant replay mode. After a 
crash, players can control a 
camera which views the latest 
catastrophe from varying views 
and angles (ever see Red Asphalt 
in traffic school?). 

Test Drive III offers a player nine 
levels of driving skills. As in the 
previous games, the beginning 
levels allow the computer to do 
the shifting, but the tougher levels 
provide extra shifting, traffic and 
damage. The upshot is that lower 
levels allow more leeway for "fan- 
tasy" driving. Thus, on the easier 
levels, a player could drive on the 
sides of hills to some degree with- 
out tearing up or rolling the car. Al- 
though Test Drive III is not primari- 
ly an "off road" simulator, most 
players become highly amused 
checking out the vast countryside 
areas built into this game. 

For players who wind up "off 
road" (where it is easy to get 
frustratingly lost), hitting the F6 
key immediately returns the 
vehicle safely to the road. A final 
note: Players who go the wrong 
way down the highway will not be 
able to read the (occasionally im- 
portant) road signs. 

While a fine driving simulator 
(particularly the "off road" as- 
pects, oddly enough), it is not a 
"wow" that will knock a player’s 
racing gloves off. However, Test 
Drive III is a well-designed pack- 
age that does its best to emulate 
real driving conditions with an em- 
phasis on "power machine fan- 
tasy." Since this is as close as 
most people are likely to get to ac- 
tually driving these exotic cars, 
this wiii be the game’s main ap- 
peal to many, caw 
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Whether you are Into the history of computer gaming, 
hullding a definitive library of computer game informa- 
tion or wanting to read the most thoughtful reviews In 
the Industry, CGW hack Issues are THE RESOURCE 


#36 - BASEBALL FEVER ISSUE: Baseball Game Survey; Epyx Com- 
pany Report; War in the South Pacific; Hollywood Hijinx Hints; Might & 
Magic; Sailing programs; History of Bruce Artwick’s Flight Simulator; In- 
terview with Earl Weaver; Play-by-Mail Games; Ogre and more! 

#37 - WORLD WAR II ISSUE: Survey of WWII Computer Wargames; 
The Future of Computer Wargaming (1988-92); Killed Until Dead; 
Realms of Darkness; Stalingrad Campaign; WWII Tactical Wargames Com- 
pared; Full Count Baseball; Electronic Arts Company Report; Wrath of 
Denethenor; Portal; Warship Scenarios and more! 

#38 - FANTASY/ADVENTURE ISSUE: Bard’s Tale 11; S.D.I.; 

Bureaucracy Tips; Sub Battle Simulator; King’s Quest III; Computer Role- 
Playing Games (an Editorial by Scorpia); Battlecruiser; Accolades’ 
Comics; Activision Company Report; Sinbad S Throne of Falcon; Inter- 
view with Jon Freeman and Ann Westfall; Where in the USA is Carman 
Sandiego and more! 

#39 - GAME DESIGN ISSUE: Game Development at Broderbund; Phan- 
tasie III; Euclid vs. Patton (Field Algorithms); Dragon Side II Review; In- 
dustry Report from CES; PHM Pegasus; Good-bye "G" Rated Computer 
Games; Theatre Europie; B-24 Notes; Designer Play Tips on Defender of 
the Crown; Infocom Company Report; Uninvited reviewed; The Sentry; 

Zen & the Art of Game Design and more! 

#40 - WARGAMING ISSUE: SSG’s Russia (The Great War...); Ultima V 
and Wizardry IV (Comparative Overview); SimCan’s Rommel at 
Gazala; Lurking Horror Tips; E.O.S.; Guderian; Rebel Charge at Chick- 
amauga; The Best Educational Games of 1987; The Origins of Com- 
pany Names; Street Sports Baseball; California Games; The Eternal Dag- 
ger; Good-bye "G" Rated Computer Games (Part 2) and more! 

#41 - SHOPPING GUIDE: Wizardry IV; Make Your Own Murder Party; 
Microprose Company Report; Hot Titles for Christmas; Stationfall Tips; An- 
cient Art of War at Sea; Joysticks and Mice; Borodino 1812; Shadowgate; 
Deep Space; Leisure Suit Larry; Nord and Bert and more! 

#42 - FOOTBALL ISSUE: Plundered Hearts Playing Tips; Computer Foot- 
ball Game Survey; 1987 CGW Game of Year Awards (at DragonCon); 
Project Stealth Fighter; Beyond Zork; Spy Adventure Series; Warship 
Strategy; Battles in Normandy; Firepower and more! 

#43 - This issue is sold outi 

#44 - FLIGHT ISSUE: Alternate Reality, The Dungeon; Survey of Helicop- 
ter Simulations; Apollo 18; Falcon; Arkanoid; Chuck Yeager’s Advanced 
Flight Trainer; Guild of Thieves; 2400 A.D.; Test Drive; The Faery Tale Ad- 
venture and more! 

#45 - SCIENCE FICTION: Space Quest Tips; Space Arcade Games; 
Computer Games in 1988; The Future of Computer Games (Isaac 
Asimov, Harry Harrison, Douglas Adams, Jerry Pournelle, and 
others); Halls of Montezuma; Wasteland Sneak Preview; Breach; SSI Com- 
pany Report and more! 

#46 - SPORTS SURVEY: Spring Sports Survey; Dungeon Master; World 
Games; Police Quest; Fog of War Roundtable Discussion; Ferrari Formula 
One; Sherlock; Skate or Die!; Strike Fleet; Demon Stalkers and Gauntlet; 
Sons of Liberty; Deathlord; Knight Ore and more! 

#47 - MIST, MAGIC & MYSTERY: Ultima V; Wasteland; CRPG Editorial 


by Scorpia; Trust & Betrayal; Panzer Strike; The Future of CRP Games; 
Game Design Insights; Echelon; The Train; CRPG Hints; Maniac Mansion; 
Soko-Ban; ’Tetris; Ports of Call and more! 

#48 - COMBAT!: The Hunt For Red October; Bard’s Tale III; Wasteland 
Hints; Long Lance; Return to Atlantis; Project Stealth Fighter; Universal 
Military Simulator Modiheations; Wooden Ships & Iron Men; Twilight Ran- 
som; Gaming on CompuServe and GEnie; Video Gaming World (New 
Department); Mech Brigade Scenario and more! 

#49 - GAME DESIGN ISSUE: Tom Clancy Talks to CGW About Red 
Storm Rising; Lord British Taiks About the Uitima Series; Ad- 
vanced Dungeons & Dragons; Jinxter Tips; Space Quest II; Infocomics; 
Computer Gaming Books; Rampage; Decisive Battles of the ACW; Dark 
Castle Hints: Romance of the Three Kingdoms; Fire Brigade and more! 

#50 - 50th ISSUE CELEBRATION: The History of CGW; Questron II; 
Jet and F/A-18 Interceptor; The History of Computer Game 
Design; Obliterator; Stellar Crusade; Strike Fleet Tactics; Three Stooges; 
Seven Spirits of Ra; Tobruk Clash of Armour; Star Saga I and more! 

#51 - POLITICS ’88: Politics of War; Campaign ’88; Wings of Fury; The 
President is Missing; Global Commander; PT-109; Neuromancer; William 
Gibson Interview; Rommel; Dr. Dumont’s Wild P.A.R.T.I. and more! 

#52 - SPORTS SPECIAL: Zak McCracken; Pete Rose Pennant Fever; 
Fete Rose Interview; Michael Jordan Interview; Larry Bird & Michael 
Jordan Go One-On-One; Red Storm Rising; Star Trek: First Contact; 

Fool’s Errand and more! 

#53 - CHRISTMAS BUYING GUIDE: 1988 Game of the Year Awards; 
Buyer’s Guide; Paladin; Wizard Wars; First Expedition; Red Storm Rising 
Tactics; Battlehawks 1942; Demon’s Winter; Fantastic Voyages II and 
more! 

#54 - ENTERTAINING THE TROOPS: Steel Thunder; Stealth Mission; 
King’s Quest IV; Interview with Roberta Williams; Manhunter New York; 
Starglider II; Typoon of Steel; Sentinel Worlds I; Future Magic; Decisive 
Battles ACW II; Dragonlance; Empire Designer Play Tips and more! 

#55 - DANGEROUS FUTURES: Zork Zero; Alien Mind; Ocean Ranger; 
Battletech; Reach For The Stars (3rd Ed.); Leisure Suit Larry II; Visions of 
Aftermath; Times of Lore; Genghis Khan; F-19 Stealth Fighter; Top Ad 
Contest and more! 

#56 - GAME DESIGN ISSUE: Winter CES Report; The Colony; Game 
Developer’s Conference; Corruption; Battlechess; TV Sports Football; 
Modem Wars; Wizardry V; Police Quest 2; F-19 Designer’s Notes; Adven- 
ture Game Construction Kit Survey and more! 

#57 - CROSSBOWS, CUIRASSIERS & CRUISERS: Decisive Battles of 
the ACW Vol. Ill; In Harm’s Way; Twilight Zone Hints; Battles of Napoleon; 
Tower Toppler; Road Raider; Heavy Metal; Might & Magic II; Sorcerer 
Lord; The Legend of Blacksilver; Strike Fleet Strategy Notes; Neuroman- 
cer; Caveman Ugh-lympics; Grand Prix Circuit and more! 

#58 - SPORTS ISSUE: Desert Rats; Jetfighter; F-14 Tomcat; Annals of 
Rome; Scorpion’s Mail; Techno-Cop; The Magic Candle; Sports Survey; 
Captain Blood; Wayne Gretzky Hockey; Gold Rush; Scavenger Hunt 
Results and more! 


How To Order 

Individual Back Issues = $3.50 
Order 3-5 back issues = $3.00 each 
Order 6+ back issues = $2.50 each 
Please add 15% for shipping 

In the center of this magazine there is a 
detachable order envelope. Simply use the 
blank lines on the order form to specify 
issue numbers. As some issue numbers are 
in limited supply, please list one or more 
alternate selections (this will expedite 
your order In the event one of your re- 
quested Issues is sold out). 


Indexes and Older Back Issues 
are Available 

CGW Indexes 

CGW Article Indexes for the years 1987, 1988, 1989, and 1990 are now avail- 
able. Please send a large self-addressed stamped envelope and $1.00 per 
index (specify which years) to: Computer Gaming World, Index Dept., P.O. 
Box 730, Yorba Linda, CA 92686 

Older Back Issues 

For a list of older CGW back issues and their prices, please send a large self- 
addressed envelope to: Computer Gaming World, Archive Dept., P.O. Box 
730, Yorba Unda, CA 92686 
PleeLse allow four weeks for delivery. 

Note: to avoid unnecessary delays, do not include a request for both in- 
dexes and older back issues in the same letter. Please send separate re- 
quests. 


#59 - NEW CHALLENGES IN ADVENTURE GAMES; War In Middle 
Earth; SimCity; First Over Germany; Top Ad Winners; Double Dragon, 
Renegade, and Bad Dudes; Sword of Sedan; Prophecy; Guardians of In- 
finity Hints; 688 Attack Sub; Deja Vu II; Under The Ice; Scavengers of the 
Mutant World; Ancient Battles and more! 

#60 - FROM COMICS TO COMBAT (Game Design Issue): Abrams Bat- 
tle Tank; Battle of Eyiau Scenario; Batman: The Caped Crusader; Hidden 
Agenda; Falcon; the Game Developers’ Conference and more! 

#61 - CINEMA AND COMPUTERS: CES Report on Trends in Computer 
Games; Tracon; Gamer’s Guide to Joysticks; Indiana Jones and the Last 
Crusade; MacArthur’s War; Sniper! WWII Telegaming; SSI's Overrun!; 
Spinnaker’s Murder Mystery; Is VGA Worth It?; Ballistix; Lords of the 
Rising Sun and more! 

#62 - FOREIGN COMPUTER GAMES: CES Report; Dr. Doom’s 
Revenge; Shogun; Tandy 16-color Test Lab; Populous; Archipelagos; 
Slipheed; Northern Fleet; Dragon Wars; Space Quest III; Hostage: Rescue 
Mission; Why is Harpoon So Late and more! 

#63 - BROADSWORDS AND BEASTS: Curse of the Azure Bonds; The 
Omnicron Conspiracy; Hilisfar; Test Lab of IBM Sound Boards; 
Chessmaster 2100 vs. Sargon 4; Grand Fleet; Fire King; Journey; Star 
Saga Two; Mean 18 Tournament Golf; Arthur hints; Name the Game Con- 
test and more! 

#64 - SPECIAL FOOTBALL ISSUE: Game of the Year Awards; Vul- 
can; Project Firestart; Universe III; Special Football Section; Speedball; 
QIX; Omni-Play Horse Racing; Risk!; The Kristal; Manhunter 2: San Fran- 
cisco and more! 

#65 - CHRISTMAS BUYING GUIDE: Indiana Jones and the Last 
Crusade; Don't Go Alone; F-15 Strike Eagle Update; Omni-Play Basket- 
ball; King’s Quest Companion; Cribbage King/Gin King; Revolution '76; 
Decisive Battles of the ACW:Vol.ll; Star Fleet 11; Sword of Aragon; Omega; 
Bandit Kings of Ancient China; Omega Tournament and more! 

#66 - STARFLIGHT 2: Dragon Wars; MechWarrior; M-1 Tank Platoon; 
New Flight Simulator Products; Midway; David Wolf, Secret Agent; A-10 
Tank Killer; Murder Club; Prince of Persia; UFO and more! 

#67 - SWORD OF THE SAMURAI; GEnie’s Air Warrior; Hero’s Quest I 
Hints; Ghostbusters II; Their Finest Hour; Dark Heart of Uukrul; Mean 
Streets; Kriegsmarine; Hoyle’s Official Book of Games; Blitzkrieg in the Ar- 
dennes; Licence To Kill; The Psychology of Computer Games; History 
of Sword of the Samurai and more! 

#68 - THE COLONEL’S BEQUEST: Swords of Twilight; Harpoon; Joan 
of Arc; Main Battle Tank: Central Germany; Hints on Leisure Suit Larry III; 
Tank; CES Report; DeathTrack; Gold of the Americas; White Death; Ac- 
tion Stations and more! 

#69 - ULTIMA VI PREVIEW; Harpoon Strategy; F-16 Combat Pilot; 
Windwalker; Star Trek V; The Final Frontier; Where in Time is Carmen 
Sandiego?; The Colonel’s Bequest Hints; More New Games From CES; 
Risk!, Monopoly, Scrabble and Clue; Knights of Legend Hints and more! 

#70 - LOOM: It Came From The Desert; Champions of Krynn; Harpoon 
Strategy; A Gamer’s Guide To IBM Graphics; The Third Courier; Breach 2; 


Omega Tournament Results; Battle of Austerlitz; Blue Angels; Worlds at 
War and more! 

#71 - DRAGONSTRIKE: Survival Techniques for M-1 Tank Platoon; 

Statistics-Based Text Baseball Games; The Transinium Challenge Hints; 
Computer Sports Games, What’s New?; 2088: The Cryllan Mission; In- 
dianapolis 500: The Simulation; Scorpia Stings Playtesters; Batman; Sid 

Meier's Railroad Tycoon Preview and more! 

#72 - KEEPING UP WITH JONES; Ultima VI HinU; Balance of the 
Planet; Legends of the Lost Realm; Hi-Tech Text Adventures & Virtual 
Reality; Gunboat; Tandy Compatibility Test Lab; Rings of Medusa; 

Second Front; Code Name Iceman; Gretzky League Simulator; Decision 
at Gettysburg and more! 

#73 - SEARCH FOR THE KING: Circuits Edge; Report From CES (Part 
1); Railroad Tycoon Strategy (Part 1); Second Front Strategy; Cham- 
ber of the Sci-Mutant Priestess; Wolfpack; Conflict; SSI’s Waterloo; Inter- 
view with George Alec Effinger and more! 

#74 - THE LORD OF THE RINGS: Report from CES (Part 2); Sands of 
Fire; Keys to Maramon; Malta Storm; 1990 Game of the Year Awards; 
Earthrise Hints; Computer Game Designers Talk About Game Design; Fu- 
ture Wars; Centurion; Bad Blood; Railroad Tycoon Strategy (Part 2) 
and more! 

#75 - RED BARON PREVIEW: Storm Across Europe; Evan Brooks 
Rates Pre-20th Century Strategy Games; Their Finest Hour Strategy 
Tips; William Tell; Nuclear War; Empire Strategies; Projectyle; Search for 
the King Hints and more! 

#76 - CHRISTMAS BUYING GUIDE: MegaTraveller 1: The Zhodani Con- 
spiracy; Spellcasting 101; Star Control Tactics (Part 1); Flight of the In- 
truder; King’s Bounty; BattleTech II: The Crescent Hawks’ Revenge; 

Casino Games Roundup; Silent Service II; Street Rod; Unreal; Cartridge 
Game Units Comparison and more! 

#77 - SECRET WEAPONS OF THE LUFTWAFFE: Command HQ; 
Wing Commander; DragonStrike; Industry Update; Star Control Tactics 
(Part 2); Bad Blood; Guns or Butter?; Sound Board Survey; Stormovik Su- 
25; Punisher; RAF Strategy in Their Finest Hour; Strike Aces; Wings; 
Spot; Ys Books I & II; Final Fantasy; D.R.A.G.O.N Force and more! 

#78 - POWERMONGER: SimEarth; Ishido; Spherical; Blue Max; Com- 
puter Games’ Future Tech (Special Report); Countdown; Nobunaga’s Am- 
bition II; Stratego; Checkmate; Citadel; Buck Rogers; Countdown to 
Doomsday and more! 

#79 - RENEGADE LEGION; INTERCEPTOR: Shanghai II; BattleTech: 
The Crescent Hawks’ Revenge (Review & Hints); Two Views of Tunnels & 
Trolls; Bane of the Cosmic Forge; On-Line Games; Rise of the Dragon; 
Command HQ Replay (Part 1); Gemstone III; Castles; Command HQ 
Designer’s Notes; Knights of the Sky; Quest for Glory II; Legend of Faer- 
ghail; TV Sports Football; Stunt Driver and more! 

#80 - THE SAVAGE EMPIRE; Links; CES Report (Part 1); Imperium; 
Command HQ Replay (Part 2); Full Metal Planet; Dragon Lord; Space 
1889; Spellcasting 101; King’s Quest V; Magic Fly; Pharaoh's Tomb and 
more! 
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"It is something 
to be able to 
paint a particular 
picture, or to 
carve a statue, 
and so to make a 
few objects 
beautiful; but it 
is far more 
glorious to carve 
and paint the very atmos- 
phere and medium through 
which we look, which 
morally we can do. To af- 
fect the quality of the day, 
that is the highest of arts. " 

— Henry David Thoreau 

S imEarth is the much- 
anticipated next step 
in the Maxis line of 
systems simulation software. 

It is not a sequel to SimCity, 
and any player who ap- 
proaches it as such will be 
disappointed. SimEarth is a 
global biosphere simulation 
that allows the player to ex- 
periment, explore and dis- 
cover the intricate inter- 
relationships of the various 
systems that make up a 
planet’s ecosystem. The 
player can choose to take a 
planet from formation to 
civilization, or start anywhere 
in between. 

SimEarth is based on 
James Lovelock’s Gaia hypo- 
thesis. In brief, the theory 
states that the Earth is a self- 
regulating living organism. 

As Johnny Wilson noted in 
the original review of Sim- 
Earth {CaW #78), the Gaia 
hypothesis is brought to life in a dynamic 
simulation. This article will focus on 
specific aspects of the simulation. 

First, note that the basic interface of 
SimEarth is closely related to that of Sim- 
City. The Edit and Map Windows are al- 
most identical. The Edit Window shows a 
close-upj view of a portion of the planet 
while the Map Window gives a flat two- 
dimensional view of the whole planet. 

This reviewer found that by making the 
Edit window slightly smaller than the en- 
tire screen and centering it, it was pos- 
sible to place smaller data windows, in- 
cluding the Map Window, around the 
perimeter of the screen. These, then, 
could easily be brought to the front of 
the screen by a click on the exposed 
edge of the hidden windows. This mini- 


dow. Civilization 
Model, Tech Ratio 
Graph and History 
Window. These 
windows will allow 
the player to effec- 
tively allocate ener- 
gy to advance the 
technological level 
of the civilizations. 

The Tone Monitor option is 
a valuable tool that can be 
used through all time scales. 
This option allows the player 
to monitor a specific output 
using sound instead of visuai 
data. This translates output 
data, such as air tempera- 
ture, to a tone. The higher 
the tone, the higher the vaiue 
of the output. This reviewer 
also left the Atmosphere 
Sample Window on-screen 
throughout the game. 

Advancing the technology 
level of a planet’s civilizations 
requires conservation of the 
energy resources available to 
the planet. Technology level 
determines the efficiency 
with which the population 
uses energy. A player should 
closely monitor the energy ef- 
ficiency percentages and out- 
put levels displayed in the 
Report Window. Allocate ener- 
gy investments from the 
civilization model to produce 
those energies that can be 
used efficiently by your popu- 
lation. Focusing a popula- 
tion’s use of either fossil fuels 
or nuclear energy too early in 
the game wili leave one’s 
planet without these precious resources 
later when they are needed to advance 
through the technology time scaie. 

SimEarth is a cerebrai exercise, it leans 
toward a left-brain orientation and gives 
your anaiyticai and iogicai skilis a 
workout. A player looking for the con- 
struction-set feel and cute animations of 
SimCity wiil not find much in SimEarth, 
unless using the experimental mode. 

This writer does not see SimEarth reach- 
ing the record levels of success of Sim- 
City. Rather, this game is compiex and 
wiii require an investment of time by the 
piayer. Players who make the investment 
will be rewarded with a fascinating simula- 
tion that takes this genre to new levels. 
SimEarth is a diamond in the rough and 
one can either pass it by or shape it into 
a personal gem. CMW 


" Sim " plifying SimEarth 

Some Hints On Improving Game Play 

by Stanley R. Trevena 


mized the time spent puiling down 
menus and ioading the needed windows. 

The key to success in SimEarth is the 
effective use of the interreiated data win- 
dows. The importance of the different win- 
dows varies with the different time scales. 
For instance, this reviewer keeps the His- 
tory, Model and Air Sampie Windows on- 
screen throughout the geologic and evolu- 
tion time scales. 

After the player brings life to the planet, 
the Report Window keeps the player 
abreast of the species racing toward sen- 
tient status. Once a iife form becomes 
sentient, the player will want to disable 
the display of life forms using the Life but- 
ton in the Edit Window; this removes un- 
necessary clutter from the screen. Now 
in the civilization time scale, the player 
will want to make use of the Report Win- 
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STARTER NOT INCLUDED 

For more informorion on Street Rod 2 contact your local dealer or call EAD, 1 -800-245-4525 

Available for IBM PC, Tandy, compatibles, and soon to be available for Amiga 

Grcle Reader Service #77 


Review 


Timothy Trimble is a computer professional who works for 
Ashton-Tate. He is a flight simulator aficionado and has pre- 
viously published in Plane and Pilot. 

he simplicity of flight, basic air-to-air combat tactics, situa- 
tional awareness and wind rushing over the cockpit is what 
flying in Worid War I was ail about. Being able to see the op- 
ponent only 30 yards away while beating on a jammed machine 
gun or building up enough air sjjeed to do a full inside ioop are 
concepts that Dynamix’ Red Baron brings to the arm-chair pilot. 

Dynamix provides a rich feel for the Western Front environ- 
ment of the 1915 to 1918 period with a high level of quality 
throughout the entire simuiator. From the user interface and 
graphics to the flight dynamics and the use of a VCR for replay, 
it is easy to see that much time and energy was piaced into the 
quality features designed for Red Baron. 

While some flight simulators require a strange contortion of the 
player’s hands between the joystick and the keyboard, Dynambc 
has been abie to squeeze 24 different functions out of one joys- 
tick. Right controis, throttle, views from the cockpit and extemai 
views can ail be controlled via the joystick without having to 
touch the keyboard. The various configurations of holding down 
one or two buttons while moving the stick was a littie confusing 
at first, aithough it soon becomes very easy to fly, fire and switch 
views without peeking at the reference card. 

Whiie playing Red Baron it became quite obvious to this 
reviewer that this is not just a simpie "game" but is, indeed, a 
complex flight combat simuiator. That is, it is compiex in the 
sense that the flight dynamics of the various aircraft are very 
reaiistic and the personai characteristics of each of the Famous 
Aces is reflected in how they fly against the player. So, depend- 
ing on which of the various missions one is flying, proper selec- 
tion of aircraft for the job can have a great effect on the out- 
come. For example, the German Fokker Dr.l "Triplane" (the Red 
Baron’s favorite) can fly circles around a French Spad 7, but 
would not be able to keep up with the Spad in straight flight. 

This wouid be good to remember before flying against Manfred 
von Richthofen, the game’s namesake. However, it can also be 
noted that von Richthofen did not beiieve in the use of ioops 
during combat, whereas Werner Voss, another ace piiot, wiil use 
many different types of acrobatic maneuvers. 

What’s It Like Up There? 

The flying environment of Red Baron provides many enhance- 
ments to the "feel" of flying combat during WWi. The terrain is 
weli mapped out and detaiied and includes the entire Western 
Front. A piiot can take advantage of the environment by hiding 
in the ciouds, which greatly reduces visibility, or jumping on an 
opponent from out of the sun. This can also be a disadvantage 
since iooking towards the sun wiii reduce the piiot’s vision. Rying 
under the ciouds wiii provide shade and block out the sun, which 
siightly darkens the screen. If the pilot is wounded during com- 
bat, the screen wiii fade between red and normal, depending on 
how bad the wound is. If it is fatai, the entire screen will go red 
and the current flight is ended, usuaiiy along with condoiences 
from the rest of the flight squadron. 

In many cases, when being shot at by the opponent, bullet 
holes will appear In the support spars, engine cowling and frame 
of the aircraft. As long as the shots do not hit anything vital, the 
holes will not cause any problems. Wind can also play a factor 
since it usually blows towards Germany. A strong wind can make 
it difficult to get back into aliied territory, especially if the aircraft 
is damaged. 





Dynamix* 

by Timothy 

What Do We Do Now, Captain? 

Red Baron ailows piayers to dogfight a famous ace, fly a singie 
mission or start a career. Aithough the dogfighting and singie mis- 
sion selections are good for immediateiy meeting up with trigger- 
happy opponents, the Career option is, by far, the most chalieng- 
ing part of the simuiator. The piayer can begin a career as either 
a Second Lieutenant in the Royai Rying Corps or as a Leutnant 
in the German Air Service. The career begins in December of 
1915 and wiii last until the end of the war on November 10, 1918 
— providing, of course, that the piayer can iast that iong. 

The piayer is assigned an aircraft and given various missions at 
random iocations. The missions reflect the historicai situations 
during the pilot’s time frame, with the introduction of new aircraft 
as the war progresses. Players also get the opportunity to fly in 
more significant missions as their experience (and record) im- 
prove. The missions include attacks on balloons and Zeppelins, 
escort reconnaissance aircraft, patrols, dogfights and much 
more. As the player becomes more experienced and gains more 
victories, he is promoted until finally reaching the rank of Caf)- 
tain (or Rittmeister). Once this rank is obtained the real fun 
begins. A Captain wiii get to select the type of aircraft that he 
wants to use and also gets to select the color. (Although histori- 
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Red Baron 

Trimble 

cally the Germans were the only ones who did this, the Allied 
player gets to enjoy this little perq, as well.) 

The Mission Airy Position 

Once a mission is assigned, the player can review his assign- 
ment and set the "mission conditions." This allows the player to 
set the aircraft type, the location of the battle, the altitude, 
weather and the position of the sun. A realism panel is also avail- 
able for adjusting the quality of the player’s aircraft, the pilots on 
the player’s flight group and the ability of the opponent’s pilots. 

When the mission begins, so does the fun. Osualiy, the mis- 
sions begin in the air with the pilot flying in formation with the 
rest of the flight group, although one of the more challenging mis- 
sions involves taking off from the aerodrome while the enemy is 
attacking from overhead. Upon sight of the enemy, the dogfights 
begin. 

Buzzing Around The Not-So-Friendly Skies 

Now with all the confusion of dogfighting when there are from 
two to eight aircraft in the air, all in close proximity, it becomes 
quite easy to shoot down a friendly airplane. Doing so will take 
the player before the Board of Inquiry, and if done three times 
during a career, it wili result in the player losing his wings and 


being grounded permanently. However, successfully completing 
the mission results in a high score and a possible promotion. As 
the player’s reputation and experience increases, invitations from 
some of the better (elite) squadrons will arrive. There will also be 
challenges issued by various famous ace pilots to meet in the 
skies for one-on-one dogfights. 

Play It Again, Manfred 

One of the most interesting features of Red Baron is the ability 
to use the VCR option for "taping" the mission and then playing 
it back later. The VCR is very well implemented and allows much 
more functionality than just doing a replay. What makes the VCR 
so special is the ability to change the "camera" angle and view- 
point from just about anywhere imaginable. The camera can be 
placed inside the cockpit, following the plane from the outside, 
following the opponent’s plane from the outside or from an exter- 
nal position that is independent of the aircraft being viewed. Plus, 
there are two modes of operation, "Director" and "View-Only." 

The Director mode allows the player to make view point chan- 
ges to the original tape and then save it for later viewing. This 
places the player into the role of "Movie Editor" by allowing the 
player to take the original tape of the mission and change the 
views and perspectives to capture the best action shots. View- 
Only mode is just for reviewing the tapes without saving any 
viewpoint changes. Another nice feature is the ability to enter 
into the simulation, at any point on the tape, and fly the mission 
all over again! (The old "if only..." feature.) 

Helpful Hints 

To the novice player, it can be difficult trying to stay in the air 
against the best pilots of the Western or Eastern Front, but there 
are a few things to keep in mind that will help. First of all, the 
player should become familiar with the aircraft and its charac- 
teristics. Trying to fiy a Spad 7 in a maneuvering battle with the 
von Richthofen will result in being shot down every time. Instead, 
a Sopwith Snipe might be more appropriate for tight maneuvers. 
Second, the player should fire the guns only when the opponent 
is at close range and properly in the gun sights. Ammo is limited 
and the guns tend to jam if fired in long bursts. Third, turn 
toward an attacker instead of turning away. The opponent will 
usually end up on the tail of the player if he turns away. By turn- 
ing toward the attacker, the player can cut inside the attacker’s 
turn and prevent him from following. Finally, the player can 
sometimes gain an advantage by disengaging from the dogfight 
and then reengaging. This gives the player the ability to refocus 
on where the opponent is and possibly to gain an advantage of 
speed when reengaging. 

Three-Point Landing 

Overall, Red Baron is a well thought-out, quality flight combat 
simulator that provides an historically accurate depiction of air 
combat during World War I. The flight dynamics of the aircraft 
are very realistic and offer a "instant" education on what the first 
"Top Guns" had to go through during their missions. Red Baron 
is a great break from the flight simulators that require twenty 
fingers on each hand and an eye on fifteen different instruments. 
This is true "back to the basics" and "seat of the pants" flying. In 
cow's sneak preview (#75, October 1990) it was observed that 
Dynamix set three goals for Red Baron: Get the flight dynamics 
right, make sure the dogfighting is realistic and get the historical 
color right. They have accomplished all three goals with vigor. 

Let’s see now, where did that Richthofen go? I just saw him a 
second ago.... cmw 
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Hard Nova — Hard Look 


EA Launches a New Space Opera 

by Ken St. Andre 




Ken St. Andre is the designer of 
the pen and paper version of Tun- 
nels & Trolls and has recently 
published a short story in the 
Shadowrun universe. 


Space: The Marketing 
Frontier 


For some time now, the com- 
puter game industry has had a per- 
ception that what computer 
gamers want is "a really good 
space opera computer role-playing 
game." There have been a number 
of attempts to satisfy this demand: 
notably Starflight I and II, 
Megatraveller, Space 1889, Buck 
Rogers, Star Command, and the 
works of Karl Buiter, EOS: Earth 
Orbit Station (although not a 
CRPG per se, it certainly turned 
Karl’s attention toward space), Sen- 
tinel Worlds I and Hard Nova, in 
many ways. Hard Nova is one of 
the best of the many computer 
space operas available. 


The player takes the part of 
either Nova or Stark, anima and 
animus of a mud-drinking, trigger- 
happy, tough-talking space mercenary in 
the best tradition of Han Solo. In the 
course of adventuring, one will have to 
recover a Ciberan transport, track down 
the leader of an alien religious cult, assas- 
sinate the dictator of the planet Ariel and 
stop an interstellar invasion. Mostly, this 
means killing lots of unsavory humans 
and aliens while looking for special equip- 
ment and items. 


Full of Sound and Fury 


Karl Buiter and his design team have 
obviously put a lot of work into the 
flashier parts of Hard Nova. Even on this 
reviewer’s decrepit old Tandy, without a mouse to 
click on things and speed up operations. Hard Nova 
still looks and sounds extremely good. The hi-res char- 
acter portraits of player and non-player characters 
are exquisitely done. It’s too bad, however, that the 
decision was made to re-use the portraits for less im- 


portant Nrcs. The same really 
ugly bartender portrait pops up all 
over the four systems. Also, all Lan- 
tas, D-Coros, Zero-Ls and Dar- 
cators look exactly the same. 

Nova, however, is called a "quiet- 
ly attractive" woman who would 
not draw a second glance. In fact, 
she is drop dead gorgeous, as are 
the other ladies who will join your 
mercenary band as the game goes 
on. The IBM version supports 
MCGA 256-color graphics as well 
as VGA, EGA and Tandy 1000. 

The oblique angle of view for the 
flight scenes gives a true feeling of 
three-dimensionality. On the other 
hand, the highly symmetrical dot- 
and-square top-down view of 
ground combat is a throwback to 
much more primitive arcade 
shootouts and is strictly two-dimen- 
sional. 


Hard Nova is also pleasant on the ear. The theme 
music is appropriate for whatever is being done and 
will play using several sound boards, including the 
popular Ad Libs and MT32s. If never-ending tweetling 
drives a player crazy, however, it can be turned off 


In Space, Which Way is 

Up? 


Among the flashy graphics in- 
cluded with the game is a very 
nice 11" X 21" full-color map of the 
Four Systems Group. Not only does this 
show the location of the various planets 
and stargates, it also shows eight very at- 
tractive (and well-known) astronomical 
photos of such things as the Pleiades 
and the Horsehead Nebula (along with 
eight numerical facts about each). As the 
program starts, one of these pictures ap- 
pears on the screen and the player is 
asked to enter a Messier number, constel- 
lation name or such from the eight facts 
associated with each picture. As copy 
protection goes, this is actually educa- 
tional, remarkably relevant to the game 
and very easy to tolerate. 


TITLE; 

Hard Nova 

SYSTEM: 

IBM 

PRICE: 

$49.95 

DESIGNER; 

Karl Buiter 


Eric Lindstrom 


and Jeff Haas 

PUBLISHER: 

Electronic Arts 


San Mateo, CA 
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before starting the game. In fact, the music for the bigger 
shootouts realiy rocks and rolls! It isn’t the classical symphony 
that one gets in Loom, but is certainly as good as any other 
game music around. 

Tracking Targets to Plots 

Another thing that should be mentioned is the real-time combat 
system. The program keeps track of the positions of over 100 
moving targets (for lack of a better term) at all times, and con- 
tinues moving them around without missing a beat. Big 
shootouts, either planetside or in space, are a quality trademark 
of Hard Nova, and if one likes plenty of combat, this game will 
have great appeal. Programmer-designer Karl Buiter feels that he 
has done a much better job with this aspect of the game than he 
did with his Sentinel Worlds. 

While there is plenty of flash in Hard Nova, there is also more 
than 250k of screenplay/story by Eric Lindstrom and Jeff Haas. 
That would actually work out to somewhere between 40,000 and 
50,000 words — a short novel. That is quite a lot of story, and 
structuring it so that it will make sense no matter what order the 
gamer accesses it is no easy task. It is also a fairly involved story 
which builds to a big conclusion. If one can get over his or her 
qualms at being more of a hired assassin than a mere mercen- 
ary, this game should be quite enjoyable. 

There are a lot of nifty technical programming tricks in Hard 
Nova — nothing new, but it is still nice to see such features as 
automatic targeting, planetary rotation, inverse parsing for the 
conversations, et cetera in the game. The amalgamation of such 
techniques makes for a product that is actually as fun to play as 
it is to look at. Still, Karl missed a few tricks. To shoot some- 
thing, one must first target it. Targeting is easy — merely press 
the space bar (on a planet) or the "/" key (in space) to change 
targets. However, it would have been easier and more effective in 
real-time combat to merely click on the desired target with the 
mouse instead of slowly cycling through every target on the 
screen. 

'Tes, But is It Role-Playing?" 

Hard Hova is also a tme role-playing game in that the at- 
tributes of the player characters determine how well they can per- 
form the various actions in the game. The better the personal 
agility, the better are the reactions in combat, the higher the chan- 
ces become to hit with a weapon, and the more often actual 
damage to the foe is likely to occur. Players get the standard 
role-player’s reward of going up in level (frequently, although it 
still amazes this reviewer that all one has to do is kill enough 
enemies to improve in every skill and attribute which a character 
possesses). 

Despite the many good things about Hard Hova, the game still 
has its weaknesses and rough edges. There are misspelled words 
in the text of the conversations and everyone reacts to Nova as if 
she were the male Stark instead of the uniquely female mercen- 
ary that she is. Much of the humor is scatological in nature. Dar- 
cators get their kicks by evacuating(?) on other sentients. At one 
point in the game one gets to spit in another sentient’s mouth, 
etc. 

Oddly, the zero-g roulette has a miscalculation in the payoff 
routine that enables a player to almost always win when gam- 
bling. {Hint: Bet all three thirds of the table. The payoff for win- 
ning is set at 3 to 1 plus the original bet back!) Still, Karl 
deliberately designed the game so that money would be easy to 
acquire, stating he doesn’t want players to worry about 
economics — just shoot things up. 


Shoot First, Then Keep Shooting 

The main strength of Hard Hova is also its main weakness. It 
is a very good real-time shoot-’em-up game. This reviewer iikes 
to shoot things, but after 10 or 20 hours of killing everything that 
moves, one can lose interest. Every single spacecraft, other than 
the player’s, exists only to be shot down. This shows a sort of 
emotional immaturity that is hard to condone in game design. 
Hard Hova panders directly to a sort of amoral adolescent ar- 
cade power lust in its players. This reviewer would like to think 
that his gaming alter-egos have more to them than a desire to 
shoot everything that moves and make lots of money while 
doing so. 

Pushing the Final Frontier 

Although it is something of an "apples and oranges" com- 
parison, there were also some things in Starflight, both I and II, 
that were missed in Hard Hova. Hard Hova uses only four solar 
systems and eight planets. Starflight used a larger section of the 
galaxy with hundreds of worlds. The capacity to "simply explore" 
was much greater in Starflight and its aliens had greater depth 
and humor in their interactions with the player. Ideally, a good 
space opera game should have the Hard Hova game graphics 
in the Starflight universe. As gamers go, this reviewer is atypical 
in that he is not really interested in "solving" or winning the 
game. Instead, he is much more interested in the experience of 
living in and exploring the game universe. Still, the Hard Hova 
"miniverse" is an interesting place to visit, but who would want to 
live there? Cdw 


HARDWARE 

Elite 386-33 $2399.00 

Complete system, with 4MB RAM, 
64K cache. 1.2 MB 5.25 drive. 1.44 
MB 3.5 drive. 104MB hard drive. 16 
bit 1 024x768 VGA card w/51 2K. 1 4" 
Super VGA Monitor, Mouse, 2S. 1 P, 
GP, 101 keyboard, surge protector. 


MicroProse 

Gunship 2000 

$38.95 

Hyperspeed 

33.95 

RailRoad Tycoon 

33.95 

Troika 

22.95 

UMS II 

33.96 

Sublogic 

ATP 

$36.95 

IPUSA East or West 

57.25 

Scenery disks 

22.95 


We ship software UPS ground 
no charge continental USA 


SOFTWARE 


SSG Titles 

Decisive Battles CW Series $23.75 
Battlefront Series 23.75 

MacArthers' War 23.75 

Operation Overlord 29.50 

Reach for the Stars 23.75 

Warlords 29.50 

Others 

Andritti Racing Challenge $33.50 

A&SD. Microsoft 28.75 

Battle Command 33.50 

Cartel 36.95 

Falcon 3.0 41.95 

F14 Tomcat 31.75 

Hard Nova 35.50 

Jetfighter !l 39.95 

Links 36.95 

Links - Firestone course 17.95 

Links - Pinehursl #f2 17.95 

Overlord 26.95 

Red Baron 36.95 

Secret Weapons - Luflwaffa 39.95 
SimEarth 39.95 


Windows Entertainment Pak 28.95 
Prices Subject to Change 


JCL SERVICES, INC. 

VOICE: 714-680-3420 1609 MARIPOSA COMPUSERVE: 71361, 1005 
FAX:714-680-3317 FULLERTON, CA 92633 PRODIGY: JTHKOOA 
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We Who Are About 
to Fly, Salute You 

Live Studious Thunderstrike 

by Michael Chaut 




TITLE: 

Thunderstrike 

SYSTEMS: 

Amiga (51 2K Version), IBM (512K Version), Atari ST 

PRICE: 

$39.95 

DESIGNERS: 

Brian Pollock, Tony Beckwith 

PUBLISHER: 

LIVE Studios Inc. 


San Juan Capistrano, CA 


E ach combat 
was a life or 
death issue to 
the gladiators of an- 
cient Rome, but the 
contests were strict- 
ly entertainment to 
the masses. In 
Thunderstrike, the 
pilots are the 
gladiators, challeng- 
ing enemy drones 
in a live-fire arena 
where television 
ratings decide the 
success or failure 
for modern 
gladiators. After 
nearly 2,500 years, 
it’s still "bread and 
circuses" to the mas- 
ses. Thunderstrike 
is a straightforward 
3-D flight "game/ 
simulation" with a 
simple enough inter- 
face that even the most novice player can immediately pilot 
his/her craft with some degree of skill. In Thunderstrike, one 
can enjoy something of a flight simulator without having to earn 
a degree in aeronautics. 

As the game opens, the player is asked to choose one of the 
five pre-approved ships, each with its own advantages and disad- 
vantages with regard to speed, acceleration and maneuverability, 
from the MegaCorp Referee’s Committee: the Thunderstrike 18, 
the StrikeHornet 22, the StrikeHornet 24, the ThunderFly 10, and 
the ThunderFly 25. The player must make a wise initiai choice, 
because this craft will be the one piloted throughout the entire 
course of the game. 

After choosing the craft, players move to an arena. Initially, 
there is no choice with regard to arena, but as one progresses to 
higher leveis (level 10 or above), five different arenas (with ten 
different difficulty levels each) become available. Each arena sig- 


nifies a different level of achievement. Deinon 
(levels 0-9), Xerxes (levels 10-19), Polloi (levels 
20-29), Canton (levels 30-39), Synaps (levels 
4049). 

The IBM version even has a distinctive auto- 
matic auto-save feature. In that version, one 
does not have to start over a level zero if 
his/her craft is destroyed, simply at the last 
level successfully completed. Unfortunately, the 
"auto-save feature" is only good while the com- 
puter is on, since the data is stored in RAM and 
will be lost if the computer is re-booted or 
turned off. 

As the game begins, the player gets a colorful 
3-D polygon-filled view of the battlefield. Look- 
ing to the right side of the screen, one can see 
the Main Overview Radar (MOR), the most vital 
part of the HUD). The MOR shows the position 
of all installations and drones from an overhead 
perspective. Used in conjunction with the Ter- 
rain Map [F4], the MOR will present valuable in- 
formation to the player. In the center of the 
screen the player will see the Attack Radar 
(AR). This radar is only active when, at least, 
one drone comes within threatening proximity 
of the player’s craft. Unlike the MOR, this radar rotates around 
one’s position so that the play-er’s craft is always positioned at 
the center. Saboteur drones are shown as cyan "blips" on the 
AR, while other drones are depicted as yellow "blips." Installa- 
tions are not visible on the AR. 

On the bottom right of the screen, there are diagonal yellow 
and red bars. Yellow depicts the pilot’s shield energy and red indi- 
cates the TV show’s ratings. The TV ratings help to determine 
the final game score and are also interesting to observe. As 
one’s shields begin to lessen and the number of attacking drones 
increase, so does a pilot’s ratings. In other words, as the action 
and the chance of death increase so do the number of viewers 
tuning in to the broadcast. Obviously, then, those who can fly 
"closest to the edge" will have the highest scores. 

The rest of the screen is fairly intuitive. The panel marked "Inst" 
indicates the number of ground installations left to defend, while 
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"Gen" displays the number of drone generators are still in play 
for the current round. Drones will be randomly fired into the 
arena until all of the generators have been destroyed by the 
player. 

The object of the game is for the player to defend their bases 
(ground installations) from enemy drones while trying to destroy 
the enemy drone generators. As the player begins the game, this 
task will seem very simple. As one moves up through the fifty 
levels of the game, however, this task will become very for- 
midable. Players lose the game if all of the ground installations 
are destroyed in any single round or if their vessels are 
destroyed by enemy fire. 

After entering the arena, the gamer will now be able to access 
his Terrain Map so as to ascertain the location of ground installa- 
tions and the enemy generators. This will help the player to plan 
his strategy for the ensuing round. 

The game interface allows the player to fine-tune the controls of 
his ship. Specifically, one can reverse the dive/climb and 
fire/thrust buttons on the joystick and mouse as well as left/right 
and up/down sensitivity on the mouse. The Amiga version does 
not have an option for joystick or keyboard. 

At the end of each round, the player’s performance will be as- 
sessed by the referees on the basis of: Hit Rate, Defense Rate 
and Vid Rate. A good hit rate is scored by efficient use of am- 
munition and results in a five point upgrade in each of the three 
attributes (speed, acceleration and turn rate) of your craft. Good 
defense results in no bonus, but a poor defense rate (anything 
under 100%) will result in downgrading the craft’s attributes by 
five points. When the game ends (either in victory or by defeat), 
an overall point value is awarded to the player. This value is cal- 
culated as a function of the player’s overall performance in Hit, 
Def and Vid Rates and placed (IBM version only) in the Top Ten 
High Scores List. 

Warning: The following section contains specific hints on 
game play. Readers who prefer a more general briefing 
should avoid this section. 

The player should always check the Terrain Map upon entering 
the arena [F4]. This will allow for an opportunity to design a 
strategy of attack. As one begins to move through the different 
levels of play, it will quickly become evident which strategies 
work and which do not. 

Players will also note that after each level, the target hit rate 
(for bonus points) will increase (i.e. bonus points become 
tougher to receive as one’s target hit rate becomes larger and 
larger). This reviewer discovered that the target hit rate does not 
increase as fast if the gamer just marginally achieves his/her ac- 
ceptable hit rate. This made it possible to achieve higher craft at- 
tributes more efficiently. 

When a player notices that a ground installation is being attack- 
ed by a saboteur, it is very important to immediately rescue that 
installation. Hot protecting one’s installations will cost the gamer 
a 5-point downgrade in each category (which can be very costly 
as one moves to the more difficult levels later in the game). 

Players should try to accumulate the Military Hardware Pods 
that are sporadically left in the debris of destroyed enemy 
drones. These pods can provide for additional shield strength, 
fire power, speed and defensive abilities. Additionally, the Black 
Tracks that encircle the arena can provide the player (through 
"tracklocking") with a high-speed method of reaching a trouble 
spot in lieu of using turbo speed. This alternate method of high- 
speed travel can become very useful in level nine or above. 


Conclusions 

On the downside, the player will note that the attack radar (AR) 
and the main overview radar (MOR) are very difficult to distin- 
guish. The Amiga version does not support a joystick and this 
was sorely missed. Conversely, the IBM version presents the 
player with sharper graphics and the opportunity to use a joys- 
tick. These attributes were seen as great enhancements. 

The game only offers a slot-view camera angle. At first, this 
took some getting used to. It seemed to this reviewer that the 
storyline was just too convenient to the gameplay. In other 
words, this reviewer would have enjoyed additional views (i.e. a 
tme cockpit view). 

Although there is nothing new about the 3-D graphics, the nor- 
mally unrealistic nature of polygon technology does not get in 
the way of enjoying Thunderstrike. In fact, due to the futuristic 
feel of the game, the look of the ships and terrain actually work 
in this case! The gameplay is smooth and the music and sound 
effects (using the Ad Lib) help to make the game move quickly. 
Those who want a flight simulation are looking at the wrong 
game. Those who want a challenging game with more than the 
average arcade style, however, are bound to be pleasantly 
surprised. 

Upon first play of the game, one might think that 
Thunderstrike is just another run-of-the-mill, "shoot-’em-up" ar- 
cade game. However, after closer inspection, this reviewer came 
to the realization that Thunderstrike is fast-paced, requires a 
modicum of thought, and is addicting, caw 


SOFTWARE CLOSEOUTS 

IBM/MS-DOS, APPLE, COMMODORE 64/128, ATARI ST, MAC & MORE 


TITLE 


IBM APPLE C64 AMIGA ST 


STRATEGIC SIMULATIONS INC. (SSI): 

Heroes of the Lance $19 — $19 

$19 


Dragons of Flame 

$17 

— 

— 

$17 

— 

1st Over Germany 

$19 

— 

$19 

— 

— 

Demon's Winter 

$14 

$14 

$14 

$14 

— 

Phantasie III 

$14 

$14 

$14 

$14 

$14 

President Elect 

$10 

$10 

$10 

— 

$10 

Red Lightning 

$19 

— 

— 

$19 

— 

Roadwar 2000 

$15 

$15 

$15 

$15 

$15 

Roadwar Europa 

$15 

— 

$17 

$14 

— 

Shiloh: Grant’s Trail 

$15 

— 

$15 

— 

— 

Sons of Liberty 

$15 

— 

$15 

— 

— 

Star Command 

$15 

— 

— 

$15 

$15 

Stellar Crusade 

$15 

— 

— 

$15 

$15 

Wargame Construction $15 

— 

$15 

— 

$15 

INFOCON ADVENTURE GAMES: 

Ballyhoo — $13 



$13 

Beyond Zork 

— 

$13 

— 

— 

$13 

Border Zone 

— 

$13 

$15 

— 

— 

Deadline 

— 

— 

$5 

$15 

— 

Enchanter 

— 

— 

$15 

— 

$13 

Hitchhiker's Guide 

— 

$13 

$13 

— 

— 

Leather Goddesses 

$15 

$13 

$13 

— 

— 

Mines of Titan 

$15 

$15 

— 

— 

— 

Starcross 

— 

— 

$5 

$13 

— 

Suspended 

— 

— 

$5 

$13 

— 

ZorkI 

— 

$13 

$13 

$13 

$13 

Zork II 

— 

— 

$5 

$13 

— 

Zork III 

— 

— 

$5 

— 

— 


ACTIVISION & GAMESTAR: 

Aliens — 

Apache Strike $13 

Borrowed Time — 

Championship Baseball $13 
Championship Football $13 
Championship Golf $15 
Grave Yardage 
Hacker II 
MIndshadow 
Take Down 
Star Rank Boxing II 


$13 $13 
— $13 

$10 
$13 
$13 


$15 


$15 
$15 $15 


$10 $10 
— $13 
$13 


— — $15 — 


$13 $13 
$13 $13 


$13 — 
$13 $13 


— $15 — — 


SPECIAL DEALS FOR C64/128: $10 each 

Raw Recruit, Airborne Ranger, Last Ninja II, Modem 
Wars, Time & Magik, Terror, Top Gun, Navy Seal, 
Masterpiece, Gee-Bee Air Rally, PHM Pegasus, Legacy 
of the Ancients, Murder on the Mississippi. 

SPECIAL DEALS FOR IBM/MS-OOS: $15 each 
Axe of Rage, Omnicron Conspiracy, Techno-cop, 
Project Neptune, Purple Saturn Day, Snow Strike, 

Final Assault, Tower Toppler, Death Sword, Space 
Station Oblivion, Revenge of Defender, Rick 
Dangerous, Ikari Warriors 2. 

AVALON HILL DEALS FOR C64/128: $10 each 
Darkhorn, Gulf Strike, Dreadnaughls, Macbeth, Under 
Fire, Wooden Ships, Dr. Ruth, Parthian Kings. Jupiter 
Mission, Panzer Jagd, TAC, Tsushima, Legionnaire, 
Panzers East, Maxwell Manor, Quest for Space Beagle. 
Guderian, Computer Stocks & Bonds. Tournament 
Golf, Superbowl Sunday. Ripper. Griffin, (NOTE: Many 
titles are available for IBM & Apple !!) 

EVEN MORE DEALS FOR C64/128: 

Super Expander 64, by Commodore (cartridge) . $5.00 

Assembler, by Commodore $5,00 

Partner 128, by Timeworks (C/128 only) $17,50 

The Tool, by Valueware $2.75 

Printed Word, by Valueware $2.75 

Congo Bongo, by Sega, (cartridge) $7.50 

Logic Levels, by Fisher-Price (cartridge) $9,50 

Kickman, by Commodore (cartridge) $2.50 

Memorex Diskettes, box of 10 $2.50 

Pet Emulator, by Commodore $9.50 

Practicalc 64 Spreadsheet, by Practicorp $12,50 

Practicalc II Spreadsheet, by Practicorp $17,50 

Practifile Database, by Practicorp $12.50 


VISA/MC ORDERS CALL TOLL-FREE 

1-800-676-6616 

Credit Card Orders Only Ml! 


COMPSULT 

P.O. BOX 5160 
SAN LUIS OBISPO 
CA 93403-5160 


TO ORDER: Send check or money order including shipping 
charges of $4 for LI.S.A., $8 for Canada, $1 2 all others. Californians 
must include 6% sales tax. For our tree catalog ot over 1000 
closeout items for all different computers, call (805) 544-6616. 
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THE MOST KNOWLEDGEABLE SOURCE IN THE INDUSTRY 


ADVENTURE/ ROLE- 


COMING SOON 

Road to Rhine (IBM) (March) 

Typhoon of Steel (IBM) (March) 

Elite + (IBM) (March) 

Overlord (IBM) (April) 

Secret Weapons Luft. (IBM) (March) 

Carriers at War (IBM) (June) 

Armada 2525 (IBM) (?) 

Avenger A-10 (IBM) (May) 

Falcon 3.0 (IBM) (April) 

F-ll? (IBM) (August/Sept.) 

Gunship 2000 (IBM) (August/Sept.) 

Flight of Intruder (AMIGA) Guly) 



SAME DAY SHIPPING depending on availability. Hours: Mon-Fri 
9am-10pm Eastern (6am-7pm Pacific), Sat 10am-5pm Eastern. Single 
game orders add $3.50/Ul^ (AK & HI add $9) Second day air add $3. 
COD add $4.25. US MAIL OVERSEAS add $12 for each game. 
UPS OVERSEAS: 3 day shipping time! $35 for first game & $5 each 
additional game. Prices are subject to change so please call first! 

PHONE (404) 840-7906 24 HR. FAX Line: (404) 840-7925 

TOLL FREE: 1-800-875-7906 or 800-852-6187 
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"The 
Dream” 
(Mark Fer- 
rari) Best 
of Show 
(1989 

Baycon Art 
Show) 



Bringing Imagination to Life 

A Portfolio Highlighting Selected Computer Game Artists 


T he painting that opens this exhibi- 
tion is entitled "The Dream." At the 
time it was painted, artist Mark Fer- 
rari was living in a back room of a house 
in Albany, California, performing domes- 
tic chores and yardwork in order to pay 
for room and board. He was building a 
portfolio in order to work full-time as an il- 
lustrator. Computer art, such as his 
revolutionary work on Loom and The 
Secret of Monkey Island which brought 
the term "dither" to the forefront of com- 
puter art discussions, was the furthest 
thing from his mind. 

"The Dream," winner of both "Best Fan- 
tasy" and "Best of Show" at the 1989 
Baycon (science fiction and fantasy con- 
vention), has become his personal signa- 
ture. It is printed in Computer Gaming 
World by Mark’s permission and is un- 
available for publication elsewhere. It is 
used as an introduction to this article be- 
cause "The Dream" was not always 
Mark’s dream, and the dreams of com- 
puter artists differ. Yet, the desire is the 


"Serpent People" (Mark Ferrari) from S. 
Peterson’s Reid Guide to Creatures of the 
Dreamlands (Chatoslum, Inc.) 


same. Artists want to reach an audience 
with their visions. They want to bring 
their images to life. Computer art is both 
a friend and foe in this endeavor. This ar- 
ticle will introduce CGW readers to five 
computer artists in the computer game in- 
dustry. 

Mark Ferrari 
(Lucasfilm Games) 

Mark has only been making a living as 
an artist for three or four years. Before 
that, he worked with delinquent boys in a 
home in Livermore. Ironically, his college 
degree is in English rather than either art 
or social work. When he was younger, 
everyone thought he was going to be an 
artist. Yet, he remembers using his talent 
to win the approval of other people and 
basing his entire self-esteem on how 
people reacted to each picture. By the 
time he was a sophomore in college, he 
hated art. He gave away all of his stuff 
and thought he would never touch art 
again. For seven years, he didn’t. 



April 1991 


Page 63 



Behind the Scenes 




box cover. They changed their minds 
and he ended up doing the Creatures of 
the Dreamland book which illustrated 
their H. P. Lovecraft role-playing universe 
(see the illustration reprinted in this ar- 
ticle). Two months later, he displayed his 
work at Baycon, where "The Dream" won 
the aforementioned awards. Gary Win- 
nock, of Lucasftlm's game division, was 
there and invited him to lunch at 
Skywalker Ranch. He told them he 
couldn’t go to work until September be- 
cause of the book and walked away from 
the interview thinking he had blown his 
chance to work for Lucasfilm. 

As it turned out, he finished the book at 
2:00 AM on September 6 and started 
doing test screens for the high-res ver- 
sion of Zak McCracken and the Alien 
Mindbenders at Lucasfilm by 9:00 AM 
on the same day. When he began, he 
confesses that he was a technophobe 
and knew nothing about computers or 
paint programs. Gary had him do a test 
of the native village and library in Zak so 
that he could get started. After a couple 
of hours of using the 16-color palette, he 
started mixing up colors using the, by 
now, characteristic dither to create 
colors. Everyone thought the picture was 
great, but the programmers carefully ex- 
plained that they couldn’t compress 
enough data to be able to do pictures 
like that. 

Mark was frustrated because the 
programmers couldn’t compress dither. 
So, at one point, he took a machine 
home over a holiday weekend and drew 
a twilight scene (that eventually found it- 
self in a modified form in the opening 
scenes of Loom). He brought the 
machine back, punched up the screen he 
had drawn and left the room. After lunch, 
he came back to discover several people 
gathered around the screen. Most impor- 
tantly, Lucasfilm Games executive 
Steve Arnold was asking why they 
couldn’t do pictures like that and as- 
signed the programmers the task of figur- 
ing out how to do it. The rest, as il- 
lustrated by the test screen for Loom 
reprinted in this article, is history. 

According to Mark, the most enjoyable 
challenge in doing these games comes 
from the very limited nature of the 
medium. He says it is impossible to do in 
computer games what one can do on 
paper. His most satisfying success has 
come from trying to use sixteen colors 
and make something beautiful. That situa- 
tion is changing as the available color 
palette expands to 256 color VGA and 
beyond. However, in a year or 


"Cathedral" (Mark Ferrari) Art test for Loom 


Then, after seven years of working with 
juveniles, he discovered that while he real- 
ly enjoyed working with youths, he didn’t 
enjoy working with the adults that were 
in charge of those programs. He decided 
that he could best fulfill his potential by 
working as a volunteer, so he looked for 
another way to make a living. 

He came up with a number of potential 
ideas on how to make a living and 
decided to dabble until he found out 
what he would like. He readily admits 
that he took up art first because it was 
easiest to dabble in; he was sure that he 
would hate it; and he could eliminate it 
immediately. However, he discovered 
that his old feelings were gone and that 
his work, subject matter and style were 
completely different. So, he never got to 
the other things he was planning to dab- 
ble in. 


lustrator friend, Gary Rudle, told him not 
to worry because when Lucasfilm 
wanted him, they’d find him. He thought 
it was incredibly unlikely, but met Steve 
Purcell through a former art school in- 
structor. 

Rumor had it that Steve was working 
for Lucasfilm, but he ended up putting 
Mark in touch with Chaosium to do a 


At that point, he enrolled in art school 
and stated in his statement of purpose 
that the only thing he didn’t want to do 
was be an illustrator. He didn’t want to il- 
lustrate mechanical blunders. By the end 
of the second semester, he was out of 
money. His completed degree in English 
kept him from getting financial aid, but 
he finally knew what he wanted to do. He 
created a portfolio and tried for a month 
and a half to show his work at Lucas- 
film. He did not get anywhere, but an il- 


Sam and Max: Freelance Police (Steve Purcell) 
Comic book cover (Comlco Publications) 
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"Vampire" (Denis Loubet) Art test for Origin's new in-house animation system, STUD 


two the technology will advance and 
there will be a new challenge. 

Mark noted that computer artists are 
currently using a mouse to draw images 
on the screen and made a vague refer- 
ence to the fact that they may not be 
drawing directly on the screen for very 
much longer. "The kinds of skills we’re 
using," he hinted, "could become ob- 
solete in the near future." 

Right now, Mark is preparing to work 
on a possible 100+ page coffee-table 
book for Ian and Betty Ballantine (who 
produced the successful Gnomes book). 
However, he expects to return to com- 
puter art when the medium offers more 
opportunity. 

Steve Purcell 
(Lucasfilm Games) 

Steve Purcell never fought his artistic 
ability. He started doing freelance illustra- 
tion immediately out of art school. In 
fact, one of his first jobs was drawing 
package illustrations for computer games 
(one of his publishers was Winner’s 
Circle, a software store that published a 
few games under its own label). At the 
same time, he began to illustrate comics 
for Marvei Comics. His first "book" was 
a toy-related title called Animax. Animax 
was based on a series of bizarre toys that 
never came out. They were cars with 
animal heads that would drive around 
and communicate with their drivers. 

Later on, he was glad to get a chance to 
do Sam and Max: Freelance Police for 
Comico (see the cover pictured in this ar- 
ticle). 

Steve started work as a computer artist 
about three years ago. His first job with 
Lucasfilm Games was the screen art for 
Indiana Jones and the Last Crusade: 
The Graphic Adventure. Like Mark, 

Steve hadn’t had any experience with 
computers before being put to work at 
Lucasfilm. Gary Winnock’s philosophy 
seemed to be taking someone who could 
draw and then showing them how to 
work on a computer. 

Steve has a fondness for Etch-A-Sketch 
art and feels that his skill with the "toy" 
has added to his skill with the computer. 
He thinks this is so because the hand-eye 
coordination required for the Etch-A- 
Sketch is similar to working with a 
mouse (i.e. the artist is performing an ac- 
tion away from the screen that has an ef- 
fect on the screen). 

Steve also feels that his ability with com- 
puter art is continually improving be- 
cause he is able to learn to do what he 
needs to do for the games piece by 


piece. He uses both a paint program and 
the in-house animation system BOYLE 
(virtually all Lucasfilm acronyms are not 
conducive to good lunchtime conversa- 
tion). Like Mark, he looks forward to fu- 
ture technologies where paintings are 
scanned and the backgrounds look more 
like the delightful details in Disney’s 
animated films. In the current state of 
computer art, the limited color palette is 
always a problem, but Purcell believes 
that future advances in scanning technol- 
ogy will improve the situation. Once the 
basic image has been captured, he notes 
that the computer will assist in tweaking 
the product up to the standard desired. 

Purcell’s specialty tends to be the ob- 
jects, expressions or animations that are 
either funny or scary. He is often called 
upon to execute the "special case anima- 



"Lands of Mystery" (Denis Loubet) 
from Lands of Mystery (Hero Games 
Supplement, Iron Crown Enterprises) 


tlons" where something happens only in 
one room or at one time during the 
game. An example is when the bishop ex- 
plodes in Loom. In fact, that is one of the 
standard examples used whenever Lucas- 
film is demonstrating special case anima- 
tion to new artists. 

CGW was told that some scenes 
sketched by Steve had been axed from 
The Secret of Monkey Island because of 
lack of disk space. We asked him to 
describe one and he recounted a scene 
on the pier where Guybrush was sup- 
posed to be confronted by a bunch of 
ghosts on the dock. He still had the 
"head of the navigator" in his hand and 
was supposed to bowl his way out of 
trouble. 

Steve went on to state that artists often 
spend extra time on some sequences in 
order to create something visual enough 
to be able to convince the project leader 
and programmers that it was something 
they really wanted. For example, in In- 
diana Jones and the Last Crusade: The 
Graphic Adventure, the sequence with 
the whip where Indy is on the ledge of 
the castle was added because the artists 
thought Indy needed to do more with his 
whip. Purcell found out where Lucasfilm 
had gotten their whips and bought one in 
order to get the animation just right. 

Denis Loubet 
(Origin Systems) 

Origin Systems has also had a policy 
of converting illustrators from the paper 
and canvas media to the computer 
screen. Denis Loubet is the artist super- 
visor at Origin. He never had any doubt 
as to what he was going to do with his 
life; he just didn’t know where he was 
going to plug in, comic illustrating or 
painting book covers. The dominant in- 
fluences on his art have been book il- 
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"Water World" (Glen Johnson) Landscape removed from Wing Commander 


lustrators Frank Frazetta, Michael Whe- 
lan and Boris Vallejo, as well as comic ar- 
tists John Byrne and Frank Miller. 

Today, Loubet states unequivocally 
that, given the chance to illustrate comic 
books, he would stick with computer 
games. "We’re getting to the top of the 
form in this [the computer game] 
medium and I want to ride this and see 
where it goes," Denis observes. 

About ten years ago, Denis was work- 
ing for Steve Jackson Games, a pen 
and paper game company based in Aus- 
tin (see the "Lands of Mystery" cover 
photo). Later, he went freelance for five 
or six years and eventually ended up full- 
time at Origin. The pilgrimage is interest- 
ing. While Denis was still working for 
Steve Jackson, he met Lord British and 
painted the cover for Ultima 1. While he 
was freelancing, he 
drew the Ultima III 
and Ultima IV 
covers. After being 
hired by Origin, he 
painted Ultima Vs 
and Ultima Vi's 
covers. 

Interestingly 
enough. Origin hired 
Denis without know- 
ing for sure whether 
they had enough 
work for a full-time art- 
ist. A couple of 
weeks later, however, 
they noticed that he 
seemed to be booked 
up until the year 
2000. Mow, the com- 
pany boasts seven 
full-time artists and 
might need more. 

Asked about dif- 
ferences between 


computer art and illustration in general, 
Denis says there are very few differences. 
He calls the computer another tool. Per- 
haps the most important difference is 
that when one does a painting, it takes 
courage to make a change. With the com- 
puter, one never has to worry because it 
is possible to return to a saved form. 

In fact, Denis wishes that he had com- 
puter tools to help with his paintings for 
box illustrations. He observed that there 
is a major difference between book 
covers and box covers for computer 
games. Book cover illustrations can be 
subtle, but game covers generally have 
some violence. The Martian Dreams 
cover will be an exception, however. 

At Origin, artists are assigned scenes 
and sequences by project leaders and 
creative directors. If a character walks 


"UFO Faces" (Cynthia Hamilton) from cancelled UFO game (Electronic Arts) 


Beast Warriors of Shaolin (Glen 
Johnson) Comic book cover (Pled 
Piper Comtes) 

across the screen and kneels in one of 
their computer games, for example, the 
artist is assigned, videotapes a figure 
going through the motions in live action 
and illustrates the sequence. This is some- 
what similar to the technique Ralph Bak- 
shi used in making Wizards and his The 
Lord of the Rings film. Bakshi filmed 
live figures in shadow and drew on top of 
the shapes. The artists at Origin use 
some rotoscoping, as well. 

Asked what technology would most 
change the way com- 
puter game artists did 
their work, Loubet had 
two observations. He 
would like to be able to 
do sketches on the com- 
puter via graphics 
tablets and wishes 
Disney’s Animation 
Studio software was 
available for the IBM. 

If Denis could do any 
comic book he would 
like to do, he would 
draw a horror comic in 
such a way that it hides 
more than it shows. It 
would be Lovecraftian 
horror. "Horror hasn’t 
been done in computer 
games," he suggested, 
"because you can’t 
scare people with little 
scrunched-up figures." 

He notes that the STUD 
system (see the screen 
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shot in this articie) is getting to the fuii- 
figured form where such a product couid 
be done. 

Glen Johnson 
(Origin Systems) 

Whiie he was stiii in high schooi, Qien 
managed to land his first professional job 
of illustration. It was not exactly a thrill- 
ing prospect, however, since it was il- 
lustrating a book on emphysema. After 
graduation, he painted personal portraits 
and watercolors to provide cash, oc- 
casionally rendering illustrations for 
newspapers. Glen made his initial mark 
when he went into illustrating comics, 
however. He followed Pat Broderick as 
the artist for Eclipse Comics Sunrun- 
ners. He was happy with the book until it 
was cancelled by Eclipse because of al- 
legedly poor sales and taken over by 
Sirius Comics. Unfortunately, the design 
team didn’t like the direction Sirius was 
taking the book, so they elected to quit 
working on that title. Later, he worked 
with Peter Quinones on Beast Warriors 
of Shaolin, published by regionally dis- 
tributed Pied Piper Comics (see the 
cover in this article). The story idea in 
that series was that martial arts was 
created by observing animals. So, the 
creators asked "What would happen if 
they used mystical arts to turn animals 
into humans in order for humans to be 
trained by the animals themselves?" It 
was a wild idea and Johnson still seems 
intrigued by it. At the same time he was 
drawing comics, however, he was always 
doing illustrations for game companies 
and portraits on commission. 

After finishing a project with now- 
defunct Blackthorne Comics, Glen was 
looking for a change. Dallas Snell saw 
some of his game illustrations and hired 
him. Johnson jokes that Origin spent 
more money on plane fare during his 
first year than they did on his salary, 
since the company moved him from 
Texas to New Hampshire and eventually 
back to Texas. 

Johnson prefers computer art because 
it allows artists to make changes easier. 

He states that painting is more difficult be- 
cause, once the color is down, one is 
stuck with it. He contends that artists be- 
come "spoiled" once they get used to 
working on the computer. He looks for- 
ward to the development of more 
elaborate scanning technology and loves 
some of the experimental processes that 
Origin is using to make their products 
more life-like. He believes that using scan- 


ners to create backgrounds blends the 
strengths of both computer and paper im- 
aging in order to get the best of both 
worlds. (See the landscape-background 
for Wing Commander which was cut in 
order to open up disk space by simplify- 
ing the story-telling aspects of the game.) 

Cynthia Hamilton 
(Electronic Arts) 

Electronic Arts managed to recruit an 
artist from yet a different milieu. Cynthia 
Hamilton had been drawing storyboards 
for advertising agencies for some time. 
Then she moved to designing slides and 
overheads for a management consulting 
firm. She felt, however, that any graphic 
artist in today’s world needed to learn to 
draw on the computer. She learned how 
to use a paint program at Britannica 
Software while working on a second art 
disk for Jigsaw, but Greg Johnson and 
Paul Reiche HI were so impressed with 
her work that they encouraged her to 
join the art department at Electronic 
Arts. 

The fact that she had fashion drawing 
experience (see the print ad featured in 
this article) has enabled her to do lots of 
figure and face work for Electronic 
Arts. Readers will have seen her work in 
numerous EA games, but she has also 
worked on the art for several games that 
were cancelled after she had finished her 
work. She etched circa 96 different faces 
for (JFO (see the screen shot in this ar- 
ticle), only to see the game "killed" after 
several personnel changes had taken 


place in what was formerly the "Interac- 
tive Stories" division. She also con- 
tributed considerable work on a personal 
favorite. Thieves' World (where the 
rights to the property reverted to the 
editors of the anthology series). 

As for differences between standard il- 
lustration and computer art, Cynthia sug- 
gested that she always likes to be able to 
hang what she’s done on the wall. 
Naturally, that is not possible with com- 
puters, but they do provide the ability to 
save pieces of work and manipulate 
them in the future. Standard art media 
are nicer to keep and computer tools are 
easier to design with. 

Her most frustrating experiences with 
computer tools have been when one of 
the in-house development programs 
crashes on her and when she lost a hard 
drive full of work and had to have a 
programmer recover it for her. She 
wishes she could work in an environment 
that was using more scanning and cap- 
ture technology since she sees the field 
advancing in that direction. 

To Dream, Perchance to 
Digitize 

The world of computer game art is just 
beginning to attract a wide array of 
proven talents from outside the realm of 
the entertainment software industry. 
These five examples are the tip of an ex- 
citing iceberg of talent being developed 
in order to create aesthetically mag- 
nificent products in the future, caw 



"Recruiting Ad" (Cynthia Hamilton) Print advertisement for Academy of Art College 
(540 Powell Street, San Francisco, CA; used with permission) 
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Lori and Corey’s Quest for Glory 


Lori and Corey Cole form the 
husband and wife design team be- 
hind the Quest for Glory series of 
adventure/role-playing games. 

This article serves to delineate 
their design philosophy. 

W hen we first proposed the Quest 
for Glory game series to Sierra 
On-Line, we wanted to create a 
different kind of adventure game. We 
wanted to write the kind of game that we 
would enjoy playing; one which com- 
bined the character development and first- 
person identification of a role-playing 
game with the rich story and background 
more commonly found in computer ad- 
venture games. 

Lori: 1 prefer traditional pen-and-pencil 
fantasy role-playing (FRP) games where 
the emphasis is on character develop- 
ment and his/her abilities, as compared 
to the computer versions where your 
party of characters mostly hack this 
monster and slash that one. So, in com- 
puter FRPs 1 want to create a strong 
sense of identity between the player and 
his character, and his character’s goais. 
Also, 1 prefer games which tell a story 
and reveal the intricacies of the plot to 
the player as his character progresses 
through the game. 

Corey: 1 am more puzzle-oriented than 
Lori. My Job was to ensure that, as well 
as experiencing a rich and satisfying 
story, a character would have to over- 
come a series of obstacies on the way to 
accomplishing his main goals. This is the 
concept known as "conflict" in traditional 
writing. That is, achieving a goai has no 
meaning unless the character has to 
work, even struggle, to get there. 1 
developed most of the skill and combat 
systems, and tried to balance them so 
that the character could fulfill his goais, 
but only by building up his particular 
skills. We also tried to build in as many 
"alternate solutions" as possible, both to 
reduce player frustration and to let the 
player create his/her own unique story, in- 
stead of slavishly following ours. 

Quest for Glory was conceived from 
the start as a four-game series, along the 
lines of a book tetralogy (a trilogy written 
by authors who can’t stop at three). This 
way, we could have character and story 
development that flowed smoothly from 
game to game. By planning the game as 
a sequence from the start, we were also 
able to foreshadow events of the later 
games. 


Game Design "Elementals 

by Lori and Corey Cole 


rr 



Lori: This also allowed us to balance 
out the abilities and events so each 
game builds in intensity and drama from 
the previous game. On the other hand, 
the games have to be designed so that a 
new player can pick up any game in the 
series and play without being lost and 
overwhelmed by events from the pre- 
vious games. 

Corey: As we design and later "tune" 
these games, we are constantly juggling 
several, almost antagonistic, design 
goals. We are telling a story, but we want 
it to be the player’s story, so we want to 
provide as much freedom as possible 
within the constraints of the game world. 
We want the puzzles and challenges to 
feel difficult, yet give the player character 
a chance to succeed after reasonable ef- 
fort. (It’s no fun to "lose," but It isn’t 
much better to "win" so easily that 
players feel they were handed the vic- 
tory.) We want the game world to feel 
"real" and the non-player characters to 
"live," but not at the cost of making the 
game boring. 

Several themes are developed through 
the entire series. For example, the "cycle 
of the seasons" is a metaphor for the 
player character’s development and the 
classical "elements" describe the game 
settings. Game One, So You Want To Be 
A Hero, takes place in an Aipine valiey 
in early Spring, with the protagonist just 
starting out as a hero. The mountain bar- 
riers, the lush forest, and such game 
magic as Erana’s Peace represent the ele- 
ment of Earth. We also planned the 
game to appeal to players unfamiliar 
with either the role-playing or adventure 


computer game genres. We inten- 
tionally set the game in the some- 
what-overused "generic fantasy 
medieval Europe" and kept the over- 
all power level of both players and 
opponents relatively low. This latter 
decision also left the player’s character 
plenty of room for continuing develop- 
ment in the later games. 

Corey: Trying to design games to ap- 
peal to both experienced and new com- 
puter game players involves having puz- 
zles that are fair — they can be solved 
strictly from clues available during play 
of the game — but that take some effort 
to solve. We used two main techniques 
for this. First, clues are scattered around 
the game, so that the player’s character 
must explore and talk to a number of 
people in order to discover them. 

Second, the player must use the Skill Sys- 
tem. It may be "obvious" to the player 
that his character should climb a steep 
wall, but it takes sufficient climbing skill 
to accomplish the task. Otherwise, the 
character must either practice climbing 
until "enough" skill is accrued or must 
find an alternate solution that does not in- 
volve climbing. One thing we are 
meticulous about is ensuring that every 
puzzle is solvable in some way by every 
character, no matter which skilis were 
chosen at the beginning of the game. 

Lori: Having a choice of character 
types was one way to accommodate the 
varied amount of game-playing ex- 
perience our players start the game with. 
The Fighter in So You Want To Be A 
Hero is an easy character to start out 
with and is extremely likely to survive 
long enough to finish the game. The 
Thief is the toughest to win with, since he 
is the most likely to get "caught" because 
his character usually has to do things 
that one normally shouldn't be doing. 

So, the Fighter is just the right choice for 
those who think it is fun to go out and 
fight monsters without worrying about 
winning. Those who don’t like fighting/kili- 
ing, and just want to explore and solve 
puzzles, will find the Magic-Llser is the 
right character for them to play. For 
those experienced players who want to 
have a more varied character, we allow 
hybrid characters. One can create a 
Fighter/Magic-(Jser or customize a charac- 
ter by selecting specific skilis. Each char- 
acter has his own method of solving puz- 
zles, so a player can play this game 
severai times without just playing the 
same game over. 
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In Game Two, Trial By Fire, we moved 
to summertime in the desert heat and a 
much fresher fantasy setting drawn from 
the Tales of the Arabian Nights. The 
character is now an estabiished Hero and 
must undergo a series of chalienges on 
both personai and general levels. His per- 
sonai initiation echoes the tasks he must 
undergo to save the twin cities of Shapeir 
and Raseir. Fire is the predominant ele- 
ment, but in keeping with the stories- 
within-stories flavor of The Arabian 
Nights, we also made the cycle of the 
four elements a major sub-theme. 

Lori: It was a case of "and now for 
something compietely different." i reaiiy 
want to break away from the cliches of 
computer games where ail places look 
basically the same and all people look 
and act alike. This game series setting is 
an entire world. The people are all uni- 
que individuals and must be dealt with as 
such. Some are trustworthy, while others 
will go out of their way to lie to one’s 
character. Even some non-player 
"friends" may give one misinformation 
about some subjects, because — like real 
people — they don’t know everything or 
might simply be confused. 


Corey: The difficult balancing act with 
misinformation is to keep the game fair. 
We make sure that there are several sour- 
ces for any crucial piece of information. 
Lori also uses subtleties of phrasing to 
help the player spot when a character is 
lying or is not really sure of an answer. 
The player can also get clues from each 
non-player character’s personality (as 
revealed in other text messages). For in- 
stance, All Chica in Trial By Rre (loosely 
based on Chico Marx, just as All Fakir 
gives a nod to Groucho), is a very friend- 
ly, "helpful" character, but so scatter- 
brained that his information is almost 
valueless. Or maybe he just thinks a little 
differently from the rest of us! 

Game Three is set in autumn and 
(loosely) involves the element of air. It 
has already gone through several incarna- 
tions. The original working title was to be 
"All Hallow’s Eve," and it would be a sort 
of Night on Bald Mountain setting. We 
eventually settled on "Shadows of Dark- 
ness" as the title. It would have a Transyl- 
vania/Gothic Horror theme. Quest for 
Glory III is tentatively scheduled for 
release in Spring 1992 (each game takes 
over a year to design and develop). 


Corey: (The subtitle is supposed to 
make the player think, "How can dark- 
ness cast a shadow? Shadows come 
from light.") We had the story mostly 
plotted out until a "friend" told us what 
she guessed the setting would be, and 
sent us scurrying back to the drawing 
board. We’re still not quite sure which set- 
ting we will use. More certain is the 
theme, which will involve the character 
becoming more mature and having to 
make some difficult ethical and moral 
decisions with no absolute "right" or 
"wrong" answers. 

Lori: Originally, I had a different ending 
for Trial By Fire which would lead into 
the Transylvania ("Mordavia") setting. 

The artist didn’t think he could pull it off, 
and so we ended with an ambiguous lead- 
in. This may work out anyway, if we 
decide to change our setting. 

Game Four doesn’t have a title as yet. 
it will be set in a series of islands, probab- 
ly ancient Greek culture (but don’t hold 
us to it!), and will cover the winter or ma- 
ture phase of the character’s life. Obvious- 
ly, water is the predominant element. In 
Silmaria, the character must become 


NEW SOFTWARE 
TITLES DAILY! 


SPECIALS 

-BM- 

Air Strike USA 

.$18 

Blue Max 

20 

Budokan 

..17 

Earthrise 

. 20 

Esc^e Hell 

. 17 

Fountain Dreams 

. 17 

Guns and Butter 

. 21 

It Came From Desert 

20 

Kings Bounty 

20 

LHX Attack 

27 

Life and Death 

25 

Stormavick 

20 

TV Sports Football 

, 17 

Tbnnels & TVolls 

. 20 

Logitech Mouse 

.$40 

CH Flight Stick 

48 

Gravis JSTK 

40 

Ktaft KC3 JSTK 

20 

Suncom Analog Edge 

20 

PRINTERS 

Citizen GSX 200 9-pin . . . 

.189 

Citizen GSX 140 24-pin , . 

299 

DISKS 

3.5 DS/DD 25 pk 

.20 

5.25 DS®D 25 pk 

..10 


MANTA 

SOFTWARE & COMPUTERS 


Altered Destiny 

...$38 

Harpoon Scenario Editor. 

..$26 

Sim Earth 

...$44 

Battletech 2 

... 32 

Knight of Sky 

.. 36 

Stratego 

...34 

Countdown 

... 39 

Light Speed 

.. 37 

Stellar 7 

...26 

Centurian 

... 35 

Lost F’atrol 

.. 31 

Savage Empire 

...37 

Covert Action 

... 37 

Ml Thnk Platoon 

.. 44 

Secrets of Silver Blade . . 

...33 

Das Boot Submarine . . 

... 34 

Midwinter 

.. 30 

Their Finest Hour 

...38 

Drakkhen 

... 39 

MIG 29 Fulcrum 

.CALL 

Spellcasting 

...35 

Elite - 1 - 

... 32 

PGA Tour Golf 

.. 34 

TV Sport Basketball . . . . 

...34 

Eye of Beholder 

..CALL 

Railroad TVcoon 

.. 37 

UMS II 

...37 

Gunship 2000 

..CALL 

Red Baron 

.. 38 

Ultima VI 

...44 

Harpoon 

. ... 38 

Secret of Monkey Island. . 

.. 38 

Warlord 

, ... 31 

Harpoon Battle 2,3,4 . . 

. ... 21 

Secret of Luftwaffe 

AMIGA — 

...36 

Wing Commander 

...40 

A-10 Thnk Killer 

...$32 

Eye of Beholder 

.CALL 

Midwinter 

...$26 

Bane of Cosmic Force . 

...36 

F-19 Stealth 

..$36 

Nobunagas Ambition . . . 

...37 

Battle Master 

...35 

F-29 Retaliator 

.. 32 

Overlord 

..CALL 

Blue Max 

...34 

Finest Hour 

.. 39 

Prince of Persia 

...29 

Borodino 

....34 

Harpoon 

.. 38 

Power Monger 

...34 

Buck Rogers 

... 33 

Harpoon Scenario 

.. 26 

Second Front 

...34 

B.A.T. 

...33 

Iraq Conflict 

.. 22 

Speedball 2 

...32 

B.S.S. Jane Seymour . . 

...36 

Ishido 

.. 37 

Spirit of Excalibur 

, ... 31 

Corporation 

...35 

Immortal 

.. 34 

Storm Across Europe . . . 

...38 

Dragon Strike 

...34 

Loom 

.. 38 

Wargame Consbiiction . . 

...26 

Dungeon Master 2 ... . 

..CALL 

Lost Patrol 

...31 

Warlords 

, ... 31 

Elvira 

. ... 37 

MlThnk 

..38 

Wings 

...34 


MANY MORE 
IN STOCK! 


SPECIAL! 


SOUNDBLASTER 

$154.95 


CMS Chips 

.Call 

MIDI Interface .... 

.Call 


AMIGA HARDWARE 

EXT 3.5 Floppy 
$85 

512 RAM Expansion 
for A500 $59 


EUROPEAN MAGS 

• Games Machine • Ace 
• The One • Amiga 
Action • Amiga Format 
- CAU - 


European Imports 
in Stock! 

Same Day Shipping! 
Clue Books in Stock! 
Special orders welcome 


115 Route 35 
Eatontown, NJ 07724 
Hours: Mon.-Sat. 9-9 EST, Sun. 12-5 EST 


WE BEAT COMPETITORS PRICES! CALL FOR DETAILS! ^ v r « or-r , 

_ Fax: (201) 542-3654 

ORDER: 1-800-477-7706 in NJ call: (20I) 542-4608 
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Designers* Notes 


more than a hero in order to bring 
together a number of disparate, and fier- 
cely independent, peoples. The character 
will need to be "all things to all people," 
while retaining his own essential integrity. 

Lori: One of the goals Corey and I are 
trying to accomplish is to have the 
player really identify and care about the 
character she/he plays. This isn’t just a 
pixel Image moving a screen, it’s a real 
character you’ve built up from Just a 
"wannabe" Hero to someone powerful 
and important. 

Corey: We also want the game series 
to have a definite beginning and ending. 
It is not a series of excerpts from the life 
of a character, but a story that tells of his 
growth and development through con- 
flict. The story must have a resolution; 
the player should go away satisfied that 
he/she has really accomplished some- 
thing at each stage of the game, and 
through the series as a whole. We also 
have a pragmatic reason for this. We 
don’t want to devote a lifetime to creat- 
ing sequels to the same game! 

One aspect of creating Quest for 


Glory, that has been both fun and 
frustrating at times, is the need to work 
within the limitations of current computer 
systems and software tools. We would 
have liked to let the player choose a 
male or female character, or to play as a 
Centaur or an Ogre. That’s how we con- 
ceived of the game originally. Unfor- 
tunately, we would need 30 disks just to 
hold all the animation needed to show 
the player character’s actions on-screen. 

Lori: On the other hand, by knowing 
the character is a human male, we can 
write the story around this character. We 
want to have this character feel real and 
have realistic relationships with others. It 
is hard to set up a believable romantic 
situation if we don’t know what the sex 
of the character is. 

Corey: We also have to constantly 
make tough decisions as to whether a 
given piece of animation really adds to 
the game or if we can replace it with 
text. Text is much cheaper. We also need 
to consider the range of computers Sier- 
ra supports. One of the reasons we went 
from the "close-up" combat of So You 
Want To Be A Hero to the smaller views 


in Trial By Fire was to make the action 
more responsive on slower machines. 

We also saved a lot of disk space this 
way. In game three, however, we will go 
back to the more involving close-up 
views and we will have VGA 256<olor 
graphics to add realism. Hopefully, none 
of our players will be on 8088s by 1992! 
We are looking forward with both joy and 
trepidation to the upcoming "CD-ROM 
era." Many of our restrictions will be 
loosened by the CD-ROM, but only for 
players who have them. We will actually 
have to do twice as much work to create 
games that make the best use of 
whatever hardware the player actually 
has. 

We’re trying to make each game a little 
better, and a little more fun, than its 
predecessors. If we can get the player to 
believe, even for a few minutes at a time, 
that he/she is in the role of a real charac- 
ter, with real problems in a real world, 
and is interacting with other real people, 
then we’ve succeeded in most of our 
goal. If, on top of that, the player has a 
lot of fun in the process, we all win. cmw 



THE NEXT EMPIRE 

...the only game that sends you 
fabulously detailed maps like 
this one, showing your fleet’s 
sensor views every turn ...along 
with clear, complete stats on 
each starship you design, build, 
and maneuver Individually using 
up to 21 different onboard 
systems. ..plus status 
reports on star- 
bases, probes and 
asteroids you 
control ! 

The Next Empire 
is a completely 
computer-moderated 
game, over 6 years 
in the making. 

Each universe Is 
a un/gue, complex 
gaming environ- 
ment populated with 21 alien 
players itching to blow the hulls 
off anyone who gets in their way! 

• $20.00 for set-up, manual, universe 
map and first two turns 

• $7.50 per turn; no hidden fees or double turns 

• $5.00 for manual only (credited against set-up 
fee if you play) 

• fasf game (two weeks per turn) or s/ow game 
(three weeks per turn) 

• clear, concise rules; our complexity comes 
from your gaming freedom 

‘ MasterCard or VISA also accepted 
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TAKE OVER 1HE WORLD* 




From the creators of SimCity “ The City Simulator, comes SimEarth, The 
Living Planet SimEarth is a game and planetary modeling system that 
gives you control of your planet, everything in it, and everything on it. 

You’ve flown simulated planes. Now try a real challenge: fly the 
world. We put the controls to an entire planet at your fingertips— you 
make it go. You make life worth living. You stop the rain. You make the 
world go round. 


And why settle for just one world? Create a galaxy full of planets to 
your personal specifications. Use volcanos, earthquakes, meteors and 
other natural forces to shape your worlds. Create and destroy continents. 
Move mountains. Control evolution. Cultivate intelligent dinosaurs. 
Guide life from its inception as single-celled microbes to a civilization 
that can reach for the stars. 

FOR MACINTOSH AND lBM/TANDY/100% COMPATIBLES. $69.95. 


Risk-free thirty-day money-back guarantee. 

Order today and receive a free ftill-color SimEarth poster! 

Free shipping in»de the US. 




□ YES! I WANT TO RULE THE WORLD! 

Here's $69.95 (plus sales tax in CA). Send me SimEarth right away so 1 can whip this planet into shape, 
if it's not everything you say it is. I’ll return it within 30 days and you’ll give me my money back. 


Illinuvpheie Model 


Uiusphere Model 


fieosphPfe Model 










© 






Name 



Check one 

□ IBM-lncludes both 5.25" 
and 3.5” disks. 

SPECfflCATlONS 

IBM: any PC, XT, AT, PS/1, PS/2, 
Tandy, or 100% compatible with 640K 
RAM, a hard disk, and Hercules, EGA, 

Address 



City 

State Zin 


Q Macintosh— Includes both 
color and mono versions. 

Daytime phone ( 1 



VGA, or MCGA graphics. No CGA. 
Macintosh: Mac Plus or above. 

Payment method (check one): 

Card # 

□ Check or money order 

□ Visa □ MasterCard 

Expiration date 

Mail to: Maxis, Two Theater Square 

Suite 230, Orinda, CA 94563 

Simature 



or CaU: 1-80(T33^MAXIS 

(required for credit card orders) 

Maxis won’t release your name or address to anyone for any reason. 

© 1991 Maxis. All rights reserved woridwide. And then some. CGW 041 




IBM EGA DISPLAY AMIGA DISPI 



AdvaiKed 

Dungeons^^ragons 


The incredible sequel 

C to Champions of Mynn! 


IBMj C,-64/l28 


TnEWkm^/^ 

\ mCHALLEISGEi" W 


❖ CLUE BOOK! 


It has been 

but one short year . 

since the Champions of Krynn claimed 
victory over the massed forces of evil, 
now, the Lord of the Death Knights, Soth 
himself, is preparing to wreak havoc in an 
emption of evil such as Krynn has never 
witnessed! 

As members of the Special Solamnlc 
Order of the Champions of Krynn, you 
and your party stand as the only force 
capable of answering Soth's deadly chal- 
lenge - and living to tell of it! 

Death Khights or Kfimrf takes the 
award-winning game system used in 
CtiAnpions OF to new heights! now. 


characters * „> ■ 

transferred from Champiohs or Kryhh can 
keep their money and items. Higher 
character levels, new monsters, new spells 
and enhanced combat aiming make for 
AD&D fantasy role-playing beyond 
anything you've ever experienced! 


wasa scKcaMS iH oespajK as s»e 

KtCOCMlZCS THC CRUtSOMt KCrttnHS OF 
HtR oeao LOVER. SIR ItaRL BRaaOlSHtS 
HIS SHORD as HIS DCaTH ORHOON SHOOTS 
TOUaRD THE SCaTTERlHO CROHD. 


HiDIC 

MflTBCU 

HARK 

TRAVYS 

IXDCRA 

SHARA 

PHILIPPE 


To order: visit your retailer or call: 
1-800-245-4525, in the U.S.A. & Canada, to 
charge on VISA or MasterCard. 

To receive SSI's complete product catalog, 
send $ 1.00 to: 

SSI, 675 Almanor Ave., 

Sunnyvale, CA 94086 




LORD SOTH TURKS TO SOU DEPORE MOUKTIKC 
'MTTH HHAT t HAUE 
CHTBERED TODAH. T SHALL HAUE AH 
JM1KC1DLE ARKS. TREASURE SOUR PATHETIC 
CnCTORSiTT WILL HOT D£ LOHG LIUED. ’ 


ADVANCED DUNGEONS S 
" DRAGONS, AD8D 
DRAGONLANCE.andttie 
TSR, Inc. TSR logo are trademarks 
owned by and used under license from 
TSR, Inc. ©1991 TSR. inc.©1991 Strategic 
Simulations, Inc. All rights reserved. 
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Review 


The Game Which Would Be King 

No "Pretender, " Warlords Usurps Crown 

by Alan Emrich 


T he fantasy /strategy genre has had no shortage of games with 
legitimate claim to the throne as "King of Fantasy/Strategy 
Games." In the boardgame world, FaatMy Games, 
Qnllmited's Lords & Wizards, Avalon Hill’s Titan and T8R, Inc.’s 
Dlulne Right are but three of the finest to vie for the crown. In the 
computer game worid, Avalon Hill’s early Parthian Kings and 
more recent Darkhom, P88’ Sorcerer Lord, 88rs early The Shat- 
tered Alliance and more recent Sword of Aragon and War of the 
Letnce, along with Virgin Masteitronic’s War In Middle Earth have 
gained loyal factions that pledge their fealty to one or another of 
these games. 



Now, however, some of these games may well find themselves in 
exile on many a gamer’s shelf. 88G’s latest offering. Warlords, not 
only succeeds as a "pure" strategy 
game, but also blends the elements 
of fantasy into the campaign so 
smoothly that they add to, rather 
than detract from, the strategic na- 
ture of the game. 

The game is set in the land of II- 
luria, where the peace has 
been broken and eight em- 
pires fight to control the 
eighty castles (cities) of 
the land. (The game ends 
when 41 are controlled by 
a single player, at which 
point the remaining rulers 
grovel for mercy.) The 
map is the same each 
game (there are no terrain 
or unit design kits in War- 
lords, unlike 88G’s other 
wargames where their 
Warpian and Warpaint fea- 
tures are legend), but there 
are so many different opening moves and strategies avaiiabie to 
each of the eight piayers that diversity is no probiem during play. 


TfllE: 

WiStflcvcfe 

SVSIfM: 

IBM 

PRICE: 

$50.00 

DESICNER: 

Steve Fawkner 

PUBIISHER: 

SUictes CrcHip 


Creek CA 94598 


(415)932-3019 


A Magic Mixture (Hoid the Magic, Piease) 

Perhaps, Warlords most resembles a hybrid between Interatel’s 
Empire and 88G’s own Reach for the Stars. The former is invoked 
because of that sense of expioration and discovery combined with 
quick, efficient battles and the latter is suggested because of the 
similarity to be found when both games present a multi-player strug- 
gle against competent, nay, belligerent computer opponents, forcing 
the piayer to fight the good Tight against iong and grueiing odds. 


With Enemies Like These, Who Needs 
Humans? 

This is, perhaps, the real beauty of Warlords. The game is always 
played as an eight-sided contest Although it is possibie for up to 
eight humans to piay (at the same computer), the artiflcial op- 
ponents provided in Warlords guarantee that one always has com- 
petent, ofttimes ruthless, opponents. Unlike computer strategy 
games where the computer’s advantage lies mainiy in "cheats" (such 
as more money, faster production, etc.). Warlords uses an evolved 
version of SSG’s already superior Ai routines and, this time, has real- 



ly succeeded in creating opponents who seem to think like human 
competitors (shudder)l There are no "cheats" for computer piayers 
and the lower AI ratings (there are four for each computer<ontrolied 
piayer: Knight, Baron, Lord and Warlord) actually handicap the com- 
puter players by allowing them to make increasing numbers of 
humarv-like "dumb moves.” 

Waging Cruel War 

The computer players wage a vicious style of warfare to eliminate 
opposition. There is a mean logic to what makes a computer piayer 
hate another piayer (human or computer; note that human piayers 
are not "artificially hated" more by computer players, either). The 
computer opponents react to other opponents on a scaie which goes 
from apathy through distrust, dislike, disdain, disgust and hatred, ail 
the way up to loathing. This antipathy factor increases whenever 
piayers capture a computer piayer’s "rightful” castles (any castle pre- 
viously occupied by that computer player during the course of a 
game) or whenever one player seems to be taking a iead in the 
game. Shouid a computer player reach a level of loathing toward an 
opponent and follow this by a "deciaration of war," one can expect 
him to prosecute an unreienting struggie against that player until, 
and unless, a truce is formed. Truces, by the way, are only formed 
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City Income and Notes 


Ak-Enlie 

Ak-Faraon 

Ak-Giiial 

Alfar’s Cap 

Amanal 

Angbar 

Arganthom 

Aigiond 

ArArak 

Balad Maran 

Batw CHadal 

Barthal 

Barari 

Caimal 

Charling 

CHadal of Fira 

CHadal of lea 

Cragmorton 

Darclan 

Daaphallow 

Danidon 

Dasarton 

Dathal 

DharKhosIs 

Duinoth 

Dunathal 

Elvallia 

Enmouth 

Flaymark 

Galln 

Carom 

Cildanhoma 

CImlad 

Cluk 

Craanwaigh 

Corag 

Cork 

Cunthang 

Harauth 

Harzag 

HImaHon 

HHhos 

llnyr 

Jassarton 

Kazrack 

Khotfa 

Khamar 

Kor 

Lador 

Loramark 

Maiton 

Malikor 

Maiidun 


Incoma/ 

Defenaa 

20/4 

20/4 

20/4 

18/4 

16/4 

20/4 

22/4 

17/4 

26/5 

29/6 

30/6 

21/5 

36/6 

20/5 

16/3 

24/5 

26/5 

23/4 

19/4 

23/4 

20/4 

20/4 

20/4 

30/6 

19/4 

27/6 

33/6 

35/6 

20/4 

20/4 

20/4 

24/5 

20/4 

17/4 

20/4 

19/4 

15/4 

25/5 

26/6 

23/4 

14/3 

28/6 

21/4 

19/4 

21/4 

26/5 

37/6 

30/6 

16/4 

21/4 

20/4 

16/4 

18/4 


UnHa 

Produced 

H. A 
H. A 
H. A.P 
UC 
L 

UC 
H, A. P 
H. L 
UH.C 
U M, W, M 
U Qi, W, C 
UH 

H. U C, M 

L 

L 

U H. N 
U H, N 
D. C 
UW 
L 

UC 
UN 
U W 
H, D, Cr 
UC 
UC 
H. A. P 
U H, C. N 
UC 
U C, N 
U W 
H. A. P 
U W 
UOI, W 
U H. D 
UH 

UCI, W 
A, H. P 
U H, N 
UW. H 
UC 

H. U C. N 
UH. N 
UH 
U H. N 
H. A. P 
D. Cr 
H. Cl. W 
L 

H. A. P 
U H. N 
U H. C 
UC 


Human Archars 
Human Archars 
Human Archars 
Waak Cavalry 
Island city 
Waak Cavalry 

Strong, slow Haavy Infantry 

Fast producing, strong, fast Wolves 
Lord Bane's Capital 

Slow producing Cavalry; Island city 
Slow producing, strorrg. fast Light Infantry 


Slow producing Criffins 


Slow producing, slow Light Infantry 
Slow producirrg Wolves 


Fast producing. Inexpensive, fast Cavalry; Horse Lords’ CapHal 
Fast Heavy Infantry; Fast prxxluclng PegasI; Elvallla’s CapHal 
Fast Cavalry; fast producing, strong Navies; Selentines’ CapHal 
Fast producing, Irraxpensive, fast Cavalry 
Slow producing, expensive Cavalry 


Fast producing Clants 
Slow producing Dwarves 

Slow producing, weak, slow Clants 
Fast producing PegasI; Human Archars 
Slow producing Navies 
Slow producing, slow Navies 
Slow producing, weak Cavalry 
Fast producing, fast Navies 

Slow producing, weak Light Infantry 

Slow producing Criffiru 

Strong, fast Criffins; Dwarves’ CapHal 

Slow producing, expensive Clants; Ores of Kor’s CapHal 


Weak Haavy infantry 
Slow producing, slow Cavalry 

Slow producing Light Infantry; Fast producing, fast Cavalry 



Initial Assets Table 


Empire 

Player 

IniUal 

Capital's 

Fortification 

Name 

Color 

Funds 

Income 

Level (Initial) 

Dwarves 

Orange 

137 

37 

6 

Qvallie 

Green 

58 

33 

6 

Horse Lords 

Light Blue 

77 

27 

6 

Lord Bane 

Black on Red 

80 

30 

6 

Ores of Kor 

Red 

56 

30 

6 

Selentines 

Dark Blue 

85 

35 

6 

Sirians 

White 

432 

32 

6 

Storm Giants 

Yellow 

45 

20 

6 


City Income Averages 

Average Income (excluding capitals) 20.8gp 
Average Income (including capitals) 21.8gp 


City Starting 
Fortifleation 

Levels by Income 

City 

Fortification 

Income 

Level 

12-14 

3 

15-19 

4 

20-21 

4-5 

22-26 

5 

27+ 

6 


Marthos 

32/6 

L, H, C, P 

Strong, slow Pagasi; Sirians* Capital 

Minboume 

25/4 

UN 

Waak Mavias 

Meneloth 

25/5 

U H, C 

Waak, slow Cavalry 

Needleton 

24/4 

L 


Ohmsmouth 

24/5 

H, N 

Fast producing, inaxpansiva Mavias 

Pa-Kur 

25/5 

U H. C 


Pareth 

22/5 

U H, C 

Waak, slow Cavalry 

Paynor 

18/3 

L 

Slow producing Light infantry 

Quisce 

21/4 

UN 


Sauri 

19/4 

UC 

Waak Cavalry 

Stomnheim 

20/6 

Gi 

Fast producing, fast Giants; Storm Giants’ Capital 

Tal 

16/4 

UN 


Tasma 

19/4 

UN 


Tiffing 

23/4 

L 

Slow producing, strong, slow moving Light Infantry 

Thurtz 

18/4 

u w 


Troy 

13/3 

UC 

Slow Cavalry 

Clbar 

20/4 

UN 


CJngor 

20/4 

UH 


Upboume 

17/4 

H. N 


(Jpway 

13/3 

L 

Slow producing Light Infantry 

Varda 

23/4 

UC, N 

Waak Cavalry 

Vamon 

24/5 

U H. N 

Slow producing, slow Haavy Infantry; strong Mavias 

Vival 

12/3 

L 

Island city 

Waybouma 

22/4 

H, H 


Wallmora 

20/4 

H. N 


Zaigonna 

20/4 

UN 


Zhoran 

25/5 

D. Gr 

Fast producing Dwarvas 


Unit Types: A • Archers, C - Cavalry, D ” Dwarves, Gl - Giants, Gr - Griffins, 
H - Heavy Infantry, L - Light Infantry, li - Navies, P - PegasI, W “ Wolves. 


Unit Averages Table 

Unit Type 

Time 

Cost 

Strength 

Movement 

Light Infantry 

1 

4 

3 

10 

Heavy Infantry 

2 

4 

5 

08 

Archers 

1/3* 

4 

4 

12 

Dwarves 

2 

4 

5 

09 

Giants 

4 

4 

6 

10 

Wolves 

3 

8 

5 

14 

Cavalry 

4-5 

8 

6 

16 

PegasI 

7 

16 

4 

16 

Griffins 

56 

16 

5 

16 

Navy 

11 

20 

5 

18 

CJndead** 


0 

7 

12 

Demons 

- 

0 

7 

14 

Devils 

- 

0 

8 

12 

Dragons 

- 

0 

8 

18 

Wizards 


0 

6 

50 

Heroes 

* 

0 

5 

12 

* - One turn to produce Elvin archers, three turns 
for Human archers. 

** - CJndead are also known as "Ghosts." 
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as a matter of convenience with one player when a far greater 
hatred is built up for another player! 

Of course, one does not even have to do anything in particular to 
gain the wrath of some computer opponents. This level of unpre- 
dictability means some might still decide to loathe you and declare 
war, simply on a whim, even when they’re on the other side of the 
map. About the worst thing one can see is the "Hate Menu" reading 
"Loathing" from top to bottom, with all the other players bearing 
swords of the player’s own color (meaning they have declared war 
on that player). 

The computer players are fine strategists, too. While they’ll never 
be as sharp as humans, they know to attack a player where he is 
weakest, how to set defensive priorities and hold important cities and 
how best to penetrate deep into the heart of a player’s empire. Those 
devils will even raze a player’s castles to the ground in a form of bru- 
tal economic warfare, knowing that they cannot hold out against a 
prepared counterattack! 

"Those Aren’t Bombers. They’re Dragons!" 

Warlords has many of the trimmings of a fantasy game, although 
it is much more a strategy game. (The fantasy trimmings appear to 
be added to this game for either spice, to loosen the confines of 
modeling reality or to provide a marketing gimmick — probably all 
three.) As in Sword of Aragon, certain types of fantasy troops are 
better situated for their "natural" terrain (elves in the forests, dwarves 
in the hills, etc.). Since griffons, pegasi and dragons move through 
the air (along with any heroes in their stack), literal "flying columns" 
can be sent over the most tortuous terrain for deep raids or surprise 
attacks. The various unit types are given in the supplemental charts 
and tables in this article. From the Warlords Unit Averages Table, 
one can see how units are rated, on average, for the time they take 
to produce, the cost to produce them, their strength and speed on 
the board. 

A special note to wargamers: units’ "movement allowances" might 
actually go up a bit if the unit did not spend its entire movement al- 
lowance on the previous turn. This is an interesting feature which 
makes slogging through slow terrain a bit more bearable. 

Heroes to Go 

Heroes are crucial to a player’s chance to succeed. Each player 
has an initial allotment of one and additional heroes can only be ac- 
quired when a player manages to amass the fortune required to en- 
tice them. Heroes are not particularly strong (with a strength of five 
on a one-to-nine scale), but are the only units which can explore the 
various ruins, oracles and libraries of the land. These sites offer 
knowledge, items of power (which only heroes can wield), gold and 
special units with which to enhance a player’s position. Of course, 
there Is risk. Many of these sites are guarded, and there is a fair 
chance that a hero will be gloriously impaled as "Purringa Monster 
Bait" very early in his exploratory career (although there are no 
direct penalties for "monster baiting"). 

Venturing into the unknown is not the only quest for a competent 
hero. They also lead armies, adding to the strength of all the units 
they lead (depending on their personal strength and the value of any 
items of leadership which they might possess). 

Note that there is a de facto "ceiling" of five heroes for any single 
player (although players who amass a tremendous number of cities 
can occasionally add extras). It is desirable to hire every hero pos- 
sible, because they tend to arrive with special units (undead, 
dragons, etc.) in tow as "allies." These special units are vital to form- 
ing effective legions, as described in the next section. 

Combat Made Simple 

The combat system is very simple. Basically, units in battle line up 
against each other, with the first unit on each side’s line fighting a 
one-on-one battle (heroes are last in line). The battle is resolved by 
each opposing unit rolling a 10-sided die versus the opposing unit’s 
combat strength. If one unit rolls higher than an opposing unit’s 


strength, while that opposing unit rolls lower than the first unit’s 
strength, the low rolling unit takes a hit (if both sides roll high or low 
there is a re-roll). After two hits, a unit is dead and all battles are a 
fight to the finish (there is no retreat). 

Terrain, castle walls (for the defender), the presence of a hero, a 
hero’s command items, having a flying troop in the stack, having a 
special unit in the stack (dragons are ideal in battle because all units 
stacked with them get a +2 to their strength; +1 for a flying unit and 
+1 for a special unit) and previous blessings from the various 
temples on the board can all modify a unit’s combat strength. No 
unit can be modified above a strength of nine (thus, are always vul- 
nerable). Thus it is theoretically possible for the weakest unit to 
smite the strongest unit (the maxim about "the fight not always 
being to the strongest, but that’s the way to bet" comes to mind), 
but quality matters more than quantity (usually, one high-strength 
unit can hold off many, many weaker ones). Thus, players will be 
well served to make up stacks (up to eight units per stack) of A- 
Team troops (i.e., a mix of units whose modified strengths are all 
raised up to eight or nine for maximum effectiveness). Often, several 
of these elite stacks will die storming important castle walls, but 
cities are the name of the game. 

Buckets Full of Ducats 

Ah, money. The economics of Warlords is really quite simple. 

Every unit costs a certain amount to produce, paid in full when the 
unit begins production (no C.O.D. units). Each turn a unit is on the 
map, half of its production cost is deducted from the treasury for 
"maintenance." Thus, players experience a military capacity tied 
strictly to their economic infrastructure (no communist economies al- 
lowed). Fortunately(?), casualties usually keep players from hitting 
their heads against this military build-up/economic ceiling, so one sel- 
dom has to worry about paring down military production. 

Other uses for money include raising fortification levels of cities 
and hiring heroes. Usually, important production cities (like a 
player’s capital) need to be well-fortified and garrisoned, as should 
front-line cities (to discourage cheap, easy raids). 

Hiring heroes is another matter. One can be sitting on a mountain 
of gold and still not see a hero emerge for several excruciating turns. 
Like fortification levels, the more heroes you have, the more expen- 
sive it is to hire the next one (somewhat like professional athletes in 
the present day). In the case of heroes, however, their acquisition is 
the usual source for players to acquire vital "special" units which are 
both powerful in combat and add to the strengths of all the units 
they are stacked with. 

A final note about money. This is where the computer players have 
their big advantage. While they cannot manage every nuance of 
movement and combat across the vast terrain of llluria, they "know" 
how to manage money. They ruthlessly squeeze every garrison down 
to a calculated minimum and only maintain forces which they plan 
to use (unlike humans). There is little inefficiency in a computer 
player’s pursestring management, so it is often the case that com- 
puter players will have more money (and what money buys) than 
will human players. 

Remember, Thou Art Mortal 

This reviewer encountered sound problems on three different com- 
puters (with three different sound systems). This is only a trifling 
problem, though, since the sound effects are not important to the 
game. There is also a bad toggle on one of the menus which always 
reads "observe off," even when this is "on." When activated, "observe 
on" makes it possible for players to observe all the movement and 
battles of the computer players as they happen. Also, an unmapped 
ruin, the Druid’s Temple, was discovered in the north-west corner of 
the board (it is not a place of healing, however). 

These minor quibbles aside. Warlords has everything to offer the 
strategy gamer who has a taste for a bit of the fantasy genre. Basical- 
ly, players who hated themselves for all the time spent enjoying Em- 
pire or Reach for the Stars are in for some serious guilty pleasures 
with Warlordsl caw 
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Over There 


From Construction to Destruction 

by Paul Rigby 




Diane Sipe 

A MiG-29 Fulcrum taking off at the 1990 
Farnborough Air Show 


3-D Construction Kit 


M any of our readers will be familiar 
with the solid 3-D games 
produced, over here, by Incen- 
tive. Driller, Castle Master and so on in- 
troduced leisurely 3-D adventuring with 
the emphasis on puzzie-soiving and maze 
exploration. Now Incentive, via Domark 
in the UK, are to release a 3-D Construc- 
tion Kit (3DCK) based on the same 3-D 
system that will enable anybody to create 
their own run-time, royalty-free game with 
the previous games’ features plus anima- 
tion, a shoot-’em-up capability, etc. Avail- 
able for the PC, Amiga and ST, the 
3DCK allows the user to create, edit and 
manipulate 3-D solid polygonal shapes 
via a user-friendly control panel. 


Triangles, cubes, hexagons and pen- 
tagons can be generated and combined 
to form more complex or irregular 
shapes, each having their own position 
and status in the user’s 3-D environment. 
Above the neat control panel is a window 
onto the world you are building. You can 
move about this world during the editing 
process, either examining what you have 
done or adding/editing other objects. Al- 
though you are limited to regular 
polygons you can, in fact, combine pic- 
ture elements and use transparent op- 
tions to create some very complex game 
elements. 


The 3DCK is very memory-efficient, 
with objects taking only a few bytes and 
even a complex world (a house complete 
with rooms and furniture, for example) 
could be squeezed into a mere 1 OK of 
memory. Image files can be imported to 
enhance to the screens. Deluxe Paint 
and Neochrome being two examples. 
Dynamic displays, such as score tables 
and energy graphs, can also be Included. 
On the sound front, 3DCK can Import 
sampled sounds that can be added to 
the Kit’s default sound library. Sounds 
can be assigned to objects so that, for ex- 
ample, shooting an object would result In 
an explosion sound being generated as 
well as, if you wish, trigger an animation 
explosion effect. The 3DCK is to be 
released in April for £49.99 (PC and 
Amiga), £39.99 for the ST and £24.99 
for the C-64 (cassette or disk). 

Activision’s Hunter is a sixteen-color 
solid 3-D game set in a fractal-generated 
landscape. Playing from a second-person 
viewpoint, the player takes full control of 
the main character movement and 
decision making. The story? A small 
group of strategically important islands 
have been occupied by a superior enemy 
force. You are a soldier, highly trained in 
undercover intelligence and sabotage war- 
fare. Your purpose is to carry out a num- 
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ber of dangerous missions to ciear the 
way for your army to ultimateiy defeat 
the enemy and iiberate the isiands. Mis- 
sions invoive a iarge amount of soiitary 
work behind enemy iines with only your 
ingenuity, what you have in your kit-bag 
and a variety of vehicles and aircraft to 
aid you. 

Each mission begins with a comprehen- 
sive briefing which will furnish the player 
with information regarding the location of 
enemy positions, artillery and move- 
ments. You will also be told the objective 
of your mission and the time in which it 
must be completed, ranging from a few 
hours to several days and nights (Five 
real minutes equals one game hour). 
Available for £24.95 for the Amiga and 
ST around March of this year. 

It had to happen... The first flight simula- 
tion based upon the aircraft that flew the 
spirit of glasnost to the Farnborough Air 
Show in England — the MiG-29 Fulcrum 
— has arrived from UK software house 
Domark. MiG-29 has, apparently, been 
under development for two years with as- 
sistance from the likes of British 
Aerospace and playtesting from John 


Farley — the only European pilot to test- 
fly the Fulcmm. 

There are six missions in the game, the 
first being a training scenario, the last 
simply called Final. As the player progres- 
ses through the missions, each aspect of 
the aircraft and its capabilities will be in- 
troduced to you via air-to-air, air-to- 
ground missions and so on. Waypoints 
are also included during the mission. All 
of the usual 3-D terrain and internal/exter- 
nal viewpoints are available. 

Though on first impression the cockpit 
looks unconvincing and simplistic, the 
flight model is reported to be complex, at 
least on the PC version. Apparently the 
Amiga and ST versions will use a simpli- 
fied model (available as an option on the 
PC). Available now on the PC for £29.99. 

Pick 'n' Pile is the name, piling and 
picking is the game from French 
software house Ubisoft. Three different 
colored balls drop from the skies and the 
aim is to stack them into similarly hued 
piles. Everything on-screen can be pick- 
ed with a mouse click and moved into a 
pile with a second click. Once they are 
neatly stacked, the balls will disappear. 


as long as the pile touches the floor and 
there is nothing blocking the top. Each 
screen has a set number of balls, blocks 
and various other bits that drop. You 
must clear the screen of spheres before 
the time runs out. Available now on 
Amiga and ST (£19.99) with a possible 
FK! conversion in the future. 

Note: The above games, and any of the 
other games mentioned in "Over There" 
in past issues, can be obtained from; 

Computer Adventure World, 318 Ken- 
sington, Liverpool, England, L7 OEY. Tel: 
01 M4-51-263-6306 

Miles Better Software, 219/221 Cc n- 
nock Road, Chadsmoor, Cannock, Staf- 
fordshire, England, WSl 1 2DD Tel: 01 1- 
44-543466-577/8/80; Fax: 01 144-543- 
466-579 

Premier Mail Order, Trybridge Ltd., 8 
Buckwins Sq., Burnt Mills, Basildon, 
Essex, England, SS13 IBJ. Tel: 01144- 
268-590-766; Fax; 01 144-268-590-076 

All of the above telephone numbers 
assume you can dial direct. If you 
have any trouble, contact the interna- 
tional operator, caw 


Conversions Received 



Wayne Gretzky Hockey (Bethesda Softworks) Amiga 
The Bard’s Tale III: Thief of Fate (EA) IBM 
Battle Squadron (EA) Sega Genesis 

Chuck Yeager's Advanced Right Trainer 2.0 (EA) Atari ST 

The Immortal (EA) Nintendo 

John Madden Football (EA) Sega Genesis 

Lakers vs. Celtics (EA) Sega Genesis 

Skate or Die 2 (EA) Nintendo 

Sword of Sodan (ElA) Sega Genesis 

D.R.A.G.O.H. Force (Interstel) IBM 

Night Shift (Lucasfilm) Amiga 

Golden Axe (Sega) Amiga 

Teenage Mutant Ninja Turtles (Ultra) C-64/128 


AT-TEN-TION! 


He the ultimate 

Ml TANK 



with the 

STRIKE FORCE 


NAVIGATOR 


A combination target ranger and reconaissance spotter for Microprose’s 
M1 TANK PLATOON. Used with the game Mapboard to: 

• Read enemy tank positions on recon. • Determine kiii zones. 

• Each concentric circie 600 m. • Outermost edge 3800 m. 

• Find the max range of any gun pos. • Take on Eiite troops. 

The Strike Force Navigator comes with a compiete set of instructions. 
As a bonus, you also receive tbe M1 Tank Piatoon Strategy Guide. 
Contains tips, strategies and tactics to the most reaiistic simuiation of 
modern tank combat. Satisfaction guaranteed or your money back. 


As George Patton wouid say; “Start kicking some serious booty.’ 
$8.95 pius $2.00 shipping and handiing to: 


Send 




3542 Pheasant Run Ct #8 
Ann Artx3r, Ml 48108 
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Taking a Peek 


Tokin^ Q Peek 

(Continued frompage 6) 


Konami 

900 Deerfield Parkway 
Buffalo Grove, IL 60089-4510 

BACK TO THE FCJTGRE PART II: 
Arcade action and logic puzzles 
punctuate this movie-based com- 
puter game (all that’s missing is the 
smell of popcorn and the loss of 
quarters). Time to help Marty and 
Jennifer’s kids in the year 2015 
while avoiding BifFs bullies (just 
don’t slip off the hoverboardl). While 
not history-making, the loyal movie 
tie-in gives this game a "future." 

Amiga ($39.95), C-64 ($29.95). 

Circle Reader Service #4. 

BILL ELLIOTT’S NASCAR CHAL- 
LENGE: Drive into another auto 
race/driving simulator, this time with 
a twist (and turn). Nascar Chal- 
lenge allows the player to pick from 
among three different stock cars, 
race on eight different courses and, 
most importantly, actually fine-tune 
the car’s design. Modifying the en- 
gine setup, spoiler angle, gear ratios 
or tire stagger could make the dif- 
ference between the winning edge or 
winding up parked "out of the circle" 
on a given track. Racing seasons, 
maintenance in the pits and camera 
replays of crashes (where one can 
observe the crash from any car in- 
volved in the accident) round out the 
package. Fasten your seat belts (and 
keep your fire extinguisher handy). 
IBM ($49.95). Circle Service #5. 

Ocean Software 

c/o Electronic Arts 
San Mateo, CA 

LOST PATROL: This British import 
combines an effective graphic presen- 
tation with the first-person perspec- 
tive of the vagaries of guerilla war- 
fare (although South African forces 
are pictured on the cover, this is a 
Vietnam game). Unfortunately, both 
the clumsy keyboard interface and 
lack of mouse support recreate the 
helplessness our military must have 
felt (in a quite unintentional man- 
ner). Amiga, Atari ST, IBM ($49.95). 
Circle Reader Service #6. 
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Lost Patrol 



Obitus 


Psygnosis 

Brookline, MA 

OBITUS: Part fantasy adventure, 
part arcade game, this Psygnosis 
title delivers everything those bouncy 
Brits are famous for (great graphics 
and challenging play). With its amaz- 
ingly brief documentation, players 
quickly find themselves working their 
way through smooth-scrolling mazes 
and manipulating objects through a 
point-and-click icon-driven interface 
while attempting to escape a maze- 
riddled alien world of fantasy and 
magic. Amiga. Circle Service #7. 

Sierra 

Coarsegold, CA 

ZELIARD: Like Obitus, this foreign 
import offers action/adventure with 
plenty of emphasis on arcade se- 
quences. Arriving from Japan via 
Sierra, Zeliard has a more Japanese 
flavor than a British one (i.e., the 
characters which maneuver around 
the screen are smaller and the ar- 
cade sequences are more frequent 
and fast-paced). Although it is much 
like the "quarter pumpers" one finds 
in arcades, Zeliard adds many more 
storyline elements for PC campaigns 
than these. IBM ($34.95). Circle 
Reader Service #8. 

SimSystems 

1311 Castro Street 

San Francisco, CA 941 14-3620 



Zeliard 



Fireteam 2200 


FIRETEAM 2200: This futuristic war- 
game offers rich tactical combat 
details that will really tickle 
"hardware buffs." Command a single 
unit or a team of up to sixteen 
vehicles and fireteams to achieve 
military objectives. Multiple combat 
unit types and weapons systems 
over detailed tactical maps give a 
good "feel of battle." Suitable for two- 
player action via modem play or 
direct cable, the small icons are a bit 
of a challenge to play with, but can 
be overcome. IBM ($49.95). Circle 
Reader Service #9. 

Software Toolworks 

Novato, CA 

LIFE & DEATH II, THE BRAIN: The 
IBM goes pre-med. While not entirely 
serious, this game is more of a 
"hospital simulator" than you might 
expect. VGA graphics show medical 
scans, x-rays, and other diagnostic in- 
formation. On-line "med school" infor- 
mation makes operating this game a 
cut above (hey, suture ’self). Listen 
to the digitized voices (which, for- 
tunately, won’t get you lost going 
down endless white corridors) and 
don’t say "oops" in surgery (remem- 
ber, a mind is a terrible thing to 
waste). Apparently, the only thing 
not included in the box is a white 
coat. IBM ($49.95). Circle Reader Ser- 
vice #10. cmw 
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Reader input Device 


On the R.I.D. card provided opposite page 4, 
please rate the following games (only if you 
have played them!) and articles (if you have 
read them) by using a letter grade scale (I.e. 

A to F). Just rate the games as if you were an 
educator. As with the world of education, the 
scale will translate to: 

A = Excellent 
B = Above Average 
C = Average 
D = Below Average 
F = Failure 

If you wish, you may assign pluses (+) or 
minuses (-) to your letter grade (i.e. B+, B-, 

C+, C-, etc.). As always, rate only those games 
that you have played. 

Demographics 

(List the appropriate number) 

1. What is your age ? 

2. What machine(s) do you play games on? 

(List all numbers that apply. List the machine 
you use most often first, the others in descend- 
ing order of use). 

1 = IBM, clones, Tandy 

2 = Amiga 

3 = Apple 8 bit 

4 = Apple ligs 

5 = Atari ST 

6 = Atari 8 bit 

7 = C-64/128 

8 = Macintosh 

9 = Other (specify) 

3. How much time do you typically spend play- 
ing computer games each week? 

1 = Less than 2 hours 

2 = 2-5 hours 

3 = 6-10 hours 
4=1 1-20 hours 

5 = 21-30 hours 

6 = 31-t hours 

4. Are you currently a subscriber to Computer 
Gaming World? (Y/N) 

Games 

5. Zetiard (Sierra) 

6. Silent Service 11 (Microprose) 

7. Savage Empire (Origin) 

8. Bill Elliott’s NASCAR Challenge (Konami) 

9. Lightspeed (Microprose) 

10. Wings (Cinema ware) 

11. Air Strike (ISA (Spotlight) 

12. MechWarrior (Activision) 

13. The Lord of the Rings (Interplay) 

14. Ultima V (Origin) 

15. Hard Nova (Electronic Arts) 

16. Hero’s Quest (Sierra) 

17. Red Baron (Dynamix) 

18. UMS 2 (MicroPlay) 

19. Back to the Future II (Konami) 

20. Fleet Med (Simulations Canada) 

21. A-10 Tank Killer (Dynamix) 

22. Thunderstrike (Live Studios) 

23. Das Boot (Three Sixty Pacific) 

24. Bard’s Tale III (Electronic Arts) 

25. PowerMonger (Electronic Arts) 

26. Lords of the Rising Sun (Koei) 

27. F-19 Stealth Fighter (Microprose) 

28. Second Front (Strategic Studies, Inc.) 

29. Nobunaga’s Ambition (Koei) 

30. Their Finest Hour (Lucasfilm) 

31. Railroad Tycoon (MicroProse) 

32. SimCity (Maxis) 

33. Uhima VI (Origin) 

34. Harpoon (Three-Sixty) 

35. M-1 Tank Platoon (MicroProse) 


36. Warlords (Strategic Studies Group) 

37. Secret of Monkey Island (LucasHIm) 

38. Wing Commander (Origin) 

Articles 

39. Taking A Peek 

40. Scorpion’s Mail 

41. Red Baron Review 

42. Rumor Bag 

43. Opponents Wanted 

44. PowerMonger Review 

45. James Bond: The Stealth Affair Review 

46. The Lord of the Rings Review 

47. Scorpion’s View 


48. Warlords Review/Notes 

49. Games Rating Chart 

50. Consumer Electronic Show Report, Part II 

5 1 . MegaFortress Preview 

52. Test Drive III Review 

53. Hard Nova (Electronic Arts) 

54. Thunderstrike (Live Studios) 

55. Computer Art Portfolio 

56. Lori & Corey’s Quest For Glory 

(Designer’s Notes) 

57. Additional Notes for Command HQ 

58. Over There 

59. Editorial 

60. This issue overall 


t 



MasterCard/Visa 
1.800-545-6172 
(after 5 p.m.) 

IBM/Compatibles 
and AMIGA 


“Powerful programs of growth and adventure” 

MERLIN ... an apprenticeship in the Oid Way. $29.95. 
THE MAGIC MOUNTAIN . . . wiid psychological/occult 
adventure. Not for children. Specify male or female ver- 
sion. $29.95 each. Both $39.95. 

I CHING . . . ancient wisdom and prophecy. $29.95. 
THE MAGIC MIRROR ... a toolbox for your mind. E. 
Kinnie, PhD., Psychologist. $39.95. 

VISUALIZATIONS for a NEW AGE . . . EGA or VGA re- 
quired. $35.00. 

Programs for Children . . . Created by an Educational Psy- 
chologist. Call or write. 

Blue Valley, 29 Shepard St., Walton, NY 13856 
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SUPREMACY 
★ ★★★★ 
Crisis in the Far East 

In the dimly lit Situation Room, Charles 
stands alone. Intelligence reports confirm 
the worst. The Chinese army has captured 
the Soviet port of Vladivostok. Moscow 
wonts help now I 

Charles glances at the map, his heart 
pounding. If he sends troops, will the 
Chinese pull back... or escalate to a 
nuclear strike? 

Live on the edge like Charles. Play 
Supremacy' - the world conquest board 
game fought in the nuclear age. 

FREE COLOR CATALOG OF GAMES 
Call Toll Free 1-800-333-0589 
24 hours / 7 days 
At better game stores worldwide. 



ATTENTION ROLE PLAYERS 

Our character editors allow you to modify your 
characters so they have a chance of surviving in these 
games. Everything that makes your characters unique 
can be changed. Most editors allow you to give 
characters any item in the game. Our hint books pro- 
vide complete solutions to the games as well as maps 
in most cases. 

• CHARACTER EDITORS - $19.95 each 
Might and Magic (1 or 2), Drakkhen, 

Pool of Radiance, Bard’s Tale (1 or 2), 
Wasteland, Dragon Wars, Space Rogue, 
Wizardry (Edits 1-3), Wizardry 4, 

Wizardry 5, Ultima (3, 4, 5 or 6), 

Sentinel Worlds I, Knights of Legend, 

Secret of the Silver Blades, 

Curse of fhe Azure Bonds, Space 1889, 
Champions of Krynn, Keys to Maramon, 
MagaTraveller 1, Keef the Thief, 

Escape from Hell, Fountain of Dreams, 

Dark Heart of Uukrul, Savage Empire, 

Tunnels and Trolls, Lord of the Rings, 
Countdown to Doomsday, Bane of Cosmic Forge. 
HINT BOOKS - $9.95 each 
Might and Magic, Knights of Legend, 

Curse of the Azure Bonds, Champions of Krynn 
Dark Heart of Uukrul and 
Wizardry (1, 2, 3, 4, 5 or 6). 

Apple and Commodore versions also available. 
Please add $3.00 for shipping and handling 
GOSSELIN COMPUTER CONSULTANTS 
P.O. Box 1083 , 

I Brighton, Ml 48116 

■■■■ (313) 229-2453 
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Editorial 


Safe Software 

Is Copy Protection Necessary? 


S tate of the Industry: In order to 
answer the question in the subtitle 
effectively, one must conjure 
names of successful games from the 
past, like M.CI.LE. and Empire. 

Everyone has played them, but how 
many people actually own them? Both 
are considered by most consumers to be 
classic hits, but both had sales figures 
that fell far short of expectations. Across 
all formats combined. Empire has failed 
to surpass the 100,000 mark. M.CI.LE., 
available on fewer formats, has only sold 
around 30,000 units. If ever figures could 
underline a problem, these should. 

Mark Baldwin, designer of the personal 
computer version of Empire, believes 
that the reason comparatively few copies 
sold was because the "look-up" protec- 
tion was so simple to break. Dan Bunten 
believes the reason so many copies of 
M.CI.LE. were pirated was a combination 
of the fact that the on-disk copy protec- 
tion was antiquated enough that virtually 
anyone who wanted to could break it, 
and many retailers were not convinced 
enough that it was going to sell (thus, 
they pulled it quicker than they did his 
150,000 unit seller. Seven Cities of 
Gold), so M.CJ.LE. ended up going 
"back channel." 

Early copies of Computer Gaming 
World bear out Bunten’s theory of piracy 
because the numbers of responses from 
gamers rating the 30,000-selling M.CJ.LE. 
and 150,000-selling Seven Cities of Gold 
were nearly identical. Bunten argues that, 
in one sense, M.CJ.LE.'s success killed it. 
It received great "word of mouth," but as 
Bunten notes, "At that time, word of 
mouth was ‘Have a copy.’" 

Piracy is still a hydra that raises its 
many heads in numerous forms. Ultima 
V had not been on the streets a full week 
before the first pirate version showed up 
on the specialized pirate bulletin boards. 
Over the past two and one-half years, the 
Software Publishers Association’s 
(SPA) Anti-Piracy Program has initiated 
more than sixty lawsuits against corpora- 
tions, training schools, mail-order opera- 
tions and bulletin boards. The SPA even 
has a toll-free hotline (1-800-388-PIR8) 
for individuals to report flagrant violators. 

Yet, CGW continues to hear from 
gamers who wish the companies would 
do something about copy protection. 


They question the necessity of the protec- 
tion (citing the fact that any protection 
scheme can be broken) and insist that 
the honest gamer is the one who is being 
penalized. At CGW, we still believe that 
copy protection (like locking your car or 
house) is a way of keeping honest 
people honest. We are not unsym- 
pathetic to those who get annoyed with 
copy protection. We have done more 
than our fair share of grumbling as we 
pulled out our microscop)es to look up 
that number on non-reproducible paper; 
discovered that the picture on the screen 
did not really match any picture in the 
manual; flipped madly through pages to 
find the right shape or picture portrayed 
in the margin; miscounted words in the 
"seventh word in line ten of the third para- 
graph" type of documentation check; 
and had the game call us thieves when 
we typed in the wrong information. 

Nevertheless, we believe that copy 
protection serves a purpose. It may have 
minimal effectiveness, but it serves to 
remind us that piracy is stealing the fmits 
of someone else’s labors. If, then, we 
wondered, copy protection is a necessary 
evil, which type of copy protection is 
least offensive? 

State of the Magazine: In CGW #79, 
we asked our readers to identify the type 
or types of copy protection that they 
found least objectionable. Almost 70% of 
our readers said that they found 
"documentation checks" to be least objec- 
tionable. Several readers noted in the 
margin on the "Reader Input Device" 
card that they preferred games where 
looking up the answer in the documenta- 
tion was part of the game’s fiction. 20% 
of our readers believe that code wheel 
protection is least offensive, almost 1 0% 
of our readers are willing to use "key 
disk" protected programs (although we 
hear from many who absolutely refuse to 
purchase any products with "key disk" 
protection) and only 4% are willing to put 
up with looking up material on non- 
reproducible paper. 

It is to be hoped that software publish- 
ers will listen to their customers. If so, we 
can expect to see massive stocks of non- 
reproducible paper auctioned off at bar- 
gain basement prices and more creative 
effort spent in making even the documen- 
tation checks part of the game, caw 
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A NASCAR SIMULATION SO REAL 
YOUIL FEEL A ORAFT 




Throw it into gear and let it scream. 
Konami® presents the most authentic 
NASCAR endorsed simulation to race 
your computer circuits. Co-designed 
by Winston Cup Champion Bill Elliott 
and Distinctive Software™ creator of 
Test Drive™ and The 
Duel™ this tests your 
stock car mettle on 
eight official, perfectly 
scaled NASCAR tracks 
like Daytona, Talladega 
and Watkins Glen. Bit 
map graphics and 
a scaling technique 
are combined to create cars so real 
that you can even read the car’s 
make when you go bumper to bumper. 

Modify your stock car to each 
track then drop the hammer on Bill 
Elliott and a field of NASCAR’s finest 


in single races or compete for the Cup in the 
Championship Season. 

This simulation has one of the most 
comprehensive instant replays ever. You 
can play back the action from six camera 
positions (with zooms) including a never 
before seen three quarter 
tower perspective. You’ll 
also view your realistic pit 
team from a crew chief’s 
perspective as you choose 
from seven different main- 
tenance options and watch 
them 
scramble 

to save seconds. 

Then test your skills 
against a field of game 
players in Bill Elliott’s 
NASCAR Challenge 
Contest. Send in your 

highest score 

and you could win , 

a trip for two to the 1992 
Daytona 500 to meet Bill 
Elliott and compete with two 
other contest winners in a 
simulation race for a 1992 

Circle Reader Service #35 


Ford Thunderbird Super Coupe! Even 
if you don’t have the point standings 
for Daytona, you can win a Bill Elliott 
remote control stock car or genuine 
Bill Elliott/Konami racing jacket. 

So buckle up for safety and buckle 
down for Daytona. Bill awaits your 
challenge! 


Available: 

MS-DOS 

Coming 

soon: 

Amiga 

& Mac 


KONAMI 


Contest open m USA and Canada. Void in Vermont, Maryland. Quebec and where 
prohibited. Contest ends July 21, 1991. See official rules in specially marked packages. 
Konami* is a registered trademark of Konami industry Co.. Ltd. 

Bill Elliott's NASCAR' Challenge™ is a trademark of Konami Inc. 

Bill Elliott name and likeness and NASCAR trademark usage, by license of Advantage 
Management, Inc., Nashville. TN. 

Distinctive Software™ is a trademark of Distinctive Software Incorporated. 

Test Drive™ and The Duel; Test Drive II™ are trademarks of Accolade™ Inc. 

© 1991 Konami Inc. All Rights Reserved. 









i/S- Two-fisted 
adventure! 


Spine-tingling 


Pulse-pounding 

sound! 


Cliffhanging 

excitement! 


mmmmmm 


“Origin has come up with 
another fantasia of graphics, 
gameplay and long-term 
addiction. SAVAGE EMPIRE 
is a winner. I’m going native.” 

Ace Magazine 

For MS-DOS w/ 640K; 256-color-VGA, EGA or Tandy graphics; AdLib & 
Roiand sound; mouse, joystick 01990 origin Systems, Inc. 
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We create -ores. 


Available in retail stores or call: 
1-800-999-4939 for Visa/Mastercard orders. 
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